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Enhance your collection with these brand new game cassettes 
available now from PAGE 6 and NEW ATARI USER 
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SUBMISSIONS 

PAGE 6 welcomes and encourages ns readers to 
submit, articles, programs and reviews tor publi- 
cation Programs must be submined on disk or 
cassette articles should wherever possible be 
submitted as text files on disk We seek to en- 
courage your participation and do not have strict 
rules for submissions If something interests you. 
write a program or article and submit rt' Appropn 
ate payment will be made for all published prog 
rams and articles, all payments being made at the 



as credited All ui 
PAGE 6 Unless c 
Reserved any it 

may be reproduced by User Groups 



rung the byline All r-figrtts 



i profit making organisations provided that t 



6 Whilst we take whatever steps we can to 
contents ot advertisements. 



ensure the accuracy ot articles * 



i held liable lor any errors or claims made by 



ATARI CORP All references should be so 
noted NEW ATARI USER is an independent 
publication and has no connection with Atari 
or with any other company or publisher 
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Editorial copy date is 14th December 
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THE CREDITS 



Lea F.ltingham hairs computers i 
from (he editorial opposite and coi 
larks the inspiration lor any willy 

Sandy carries on as usual and keeps cheerful 



Hh H. nni.it contributors. wh< 

bone N the maHavine and ran 
upon In romr up with good art 



John Davison jr 
Paul Rixon 

i Flnlayaon 

e Tipster 



John S Davison 
John Sweeney 
Damon Howarth 
Dion Guy The 1 

All other contributors for this issue are Indi- 
vidually « red lied alongside Ihrir articles or proft 
rams. Thanks to everybody (or sharing their en 
thusiasm wllh other Alarl users. 

Mauv. nwnv I hanks in Ann < VI hisrnll lor MtftM a 
tapr of Irish nuisir ai»d for her kind roniments. They 
are murh appreciated. 

And soon to the rru«ir utfiirtt. oecwiwe of the recev 
•.ion. is IfmuVrf this Issue to just two new CD s. Firstly 
Tubular Hells 11 whtrh I uvxiM KMT Noik- boi*ghl hod 

n itm hfjM pkmn on tiw TV. / wot --..r/» r.'nr, 1 ., 

MpMNd ond the CD rwis been plaucd almost eon 

MlMhj sine- Mm bui nvprlM l-. Me OplM u'idi 

sin. f «f,« l r-r.'i. i.I.i.'/i, !((.«■ L>n ( l,ip(.»i .» fit. Mues 
s tnlnourd 



n nil like bemo al Camhndoe late nl ninhf u<hei 
iivinii and iitstj bflMh of uoaln. John rYtnes 
§inp Vears whtch has MR ptaurd rorislariflu i 



IpLikv flu- Sum I'anoelis. flohfMiiM. hHul«n Unm 
n-nofir. Iti OtXi Maniats. K'«l Harper, .Harm Flare. 
HUtii, VI illifii;i.vof i. lo. o-diWr .Vnn,j ffci/nl Chris Rea. 
Veil Vonnrj and F.rn/a all mi luded' Maul"" Sanfa ii'ill 
be kind to a miu.su smrinJ publisher' 

Vo roruiK'ljJion "iifi Iwne fit a etiiifile o/ reason*, 
r i^sfli/ nolo (tie some two or three people keep enter 
dy f rytno lo budd up a ' 



ndbj 



i SEND IT IN NOW* 




arr taut out with Hrrt 
init with ik* fiiutM pa*" «< PmHcnpt 
<iU - u \tmt ta a typttemmg bureau to he aatput on a UMM 



KM them It tratty *W. mort' ill that ft ir/l ft ft. drop lit (Ar 
tonnes an* phntm 

HVtf. «'» "<* <t**tr *» r«tt at MB) f»uJ It" **»■' 



Whal a nightmare! There Is no denying lhal computers have made life a lol 
easier and made things possible lhal years ago we could only have been 
dreamed of. Without a computer It would not be possible to create this 
magazine but having a computer guarantees nothing! 

This Issue may reach you a few days late and a few of the things which should have 
been Included are missing. Ukewisc there are one or two things which weren't going 
to be here included to fill gaps. Why? Well. 1 had completed almost ninety per cent of 
the typesetting when the directory of the hard drive got screwed up (actually displaced 
by Just one byte] and the end result was that I lost the entire typesetting. Two weeks 
work gone in around len seconds! Boy do 1 hate computers. Not only that but at 
almost the same lime the laser printer died anil I have not been able to proof the copy 
fully so there nay be even more mistakes than usual. Sorry about that but don*t 
blame me it's the equipment that is malevolent! 

For those who like the juicy details all I did was lo load up one of the last articles for 
editing and resave it. Suddenly only lhal file appeared in the directory. PfcntC sets In 
almost immediately in these cases. I got out the sector editor to see what was wrong 
and discovered that the directory in the particular folder had been displaced by one 
byte but I could nol figure out how to put It right. Klrsl thing 1 though! of was to back 
up all the work 1 had done so far and so the enllre Issue was backed up onto Hopples 



naged to get one filename b; 
ipted to back up the entire t 
s not correct the back up pi 
s to delete the file. 1 picked I 



before I set about trying lo sort the dire, 
the details were not correct so 1 gave up 
partition to start afresh. Because this ft 
bombed out and It seemed the only thin 
and dropped it in the trash can and win 
broke out in a cold sweat. There was no 
after several seconds and lo and behold 
space, including all the directories had been wiped clean! Holding back Ihc 
consoled myself with the thought that at least I had Ihc current issue on fit 
so started to try and copy It back only to find that the directory on the flopj 



1 1 could do but pray, 
ylhing was gone, abo 



I had 



rambled l 



i the dral 



hat was II two weeks solid work do 
bottle or two of wine and a long lie down. Boy I really do 
So this Issue has been recreated from sc ratch. What made it worse was thai I lost all 
of the last Issue as well so things like repeat adverts and several other items, 
including about twenty spare' pages left over from last time, also had lo be redone. It 
has taken lots of blood, sweat and tears to get this far! 

And what about the laser? Well that Is another enllre story of Its own. All I will say is 
that I can only hope that Atari will get It back lo me before the next issue is due! 



A NEW STYLE 



You can't have failed lo notice the different coi 
judge a book by its cover. Inside you will find l 
pcrmittingl and wllh your help and contlibutli 
New Atari User going for a long, long time. Of < 
d with ; 
igents. It I; 



' this Issue but as they say you can 
ich as before (malevolent computer 
s and some economies we carl keep 
jrse we would have liked to have 



full colour cover but. now that we are not In the main 
dually necessary and It was one of the major production costs. 
We have had several letters in recent months suggesting we drop the colour cover In 
Ihese hard times and so maybe it doesn't matter too murh. What does matter is that 
we can continue to support the Atari as we have always done. Long term readers will 
remember that this Is what the mag looked like in the early days so the circle has 
turned but the wheels keep on rolling. 



OUT OF SPACE! 



Nearly running out of room now so I will finish up with a couple of brief comments 

CONTRIBUTIONS: We need your voluntary contributions t<> keep ihc 
magazine Interesting. Share whatever you have with your fellow Atari enthu- 
siasts. 

SUBSCRIPTIONS: Now our lifeblood so please tell all nl your Atari owning 
friends lhal the future support of the Atari In this country depends on Ihcm 
supporting us. 



Jlti k-Ctinyfiuni 
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All C no DISCOUNT 

265 Chester Road, Streetly, West Midlands. B74 3EA. England 
Tel: 021-353-5730 or FAX: 021-352-1669 



NEW SOFTWARE FOR XMA! 



As I mentioned in the DussekJorf report m Oct November Issue 58 NEW 
SOFTWARE FOR YOUR ATARI 8 BIT'" Two new games this month and 
more to follow 

THE LAST GUARDIAN: A multi level vertical scrolling shoot em 
up Fry over the alien warship, destroying as many aliens and ground 
installations as possible. It you survive 5 bombing runs and the dreaded 
asteroids you have the chance to land back at your mother ship Great 
graphics and sounds 

TAGALON: Single or simultaneous two player search game Find and 
avoid the baddies You start in the village of TAGALON, your mission is to 
collect the hidden martles and go to the room with the magtc purple bed. 
deep in the depths of the castle Sounds simple but on your quest you will 
find that both the baddies and player 2 can create a few problems 



"""fUAllTY |CITV> 



PM9H 

i mn tAdu 

OEfPER DUMMM 



NEW MULTI-BUYS: Duebi massive purchase ol Bankrupt slock I can now 
put together multipacks of software for tape or cartridge users and you can save up tc 
*0% plus (Just right for Christmas so order early) 
UULTIPACK 1 BOOKS A TAPES ■ IDEAL BEGINNERS STARTER PACK 

■ SPEED HAWK ' HANGMAN 1 CANNIBALS ' TUTTIf RUTTI ' STAR RAIDERS 1 
ASTEROIDS ' MISSILE COMMAND ' CENTIPEDE ■ AIRSTRIKE 2 ' PLUS 600X1 
PROGRAM BOOK ■ EASY PROGRAMMING FOR THE ATARI MICRO BOOK 
NORMAL PRICE £14.00 UULTIPACK PRICE CS.00 PLUS POST PACKING £3.50 
UULTIPACK 2 - ROM CARTRIDGES 

■ STAR RAIDERS II ■ MIDNIGHT MAGIC ' FIGHT NIGHT ■ POLE POSITION 
NOrMAL PIKE FOB ALL 4 £2t.» UULTIPACK PRICE [10.00 PLUS POST PACKING £2,50 



RECONDITIONED HARD- 
WARE & UPGRADE KITS 



[M «C1! TUPM 0«» REOO" 

|o5 OfftS C430O 

• as MICSO PRWI (PM(IE« INTEB 

FACE) £31 » 

195 NEW FLASHING WWU PfiO- 

;» recT switch t7» 

RCTUfWOfTHf JIOI rsw MtMtKTE HIU UKKKK 

mnSm isoo for Booxi we 

«roATT«Ck rsoo UPGRADE FOR 803X1 12495 

WuPOWaHHtOCKI. C189S 

ALSO UEGA MAGAZINE 4f3K UFSRADE FOR 400 mOO 

ON DISK ■ Issues ■: 2: 3: 4: u S OOUBIER UPGRADE FOR 

C3 00 each or [10 100 lor the lOSO DftrvES E299S 

set Issue 5 due out end ol *» sfKD it* tijwo 



itty BBSatfti "tat iit lei 

Prices on ell ol the above Hems unless stated do not include post and packing theretore please contact belore ordering to conlirm a 

Remember to order early - last orders must reach us belore 4th DECEMBER lor you to receive them in time lor Xmasi' 
/ WISH ALL NEW ATAFII LJSEH MBADEHS A Vt_HY HAPPY CHRISTMAS! 

PROBABLY THE LARGEST MAIL ORDER STOCKIST OF ATARI 8-BIT HARDWARE & SOFTWARE IN THE U.I 



UPGRADE 



eksl: rc.OO Europe. ClOOOe 



£1SjOO 



ATARI XL/XE SUPPORT 



EXCEL DISK MAG - NEW FORMAT IN JANUARY! 
No. 20 (December) is out now - £4! 
No. 21 is out January 1st at only £2.50! 

From the January issue, each disk will cost only £2.50! A 6 issue 
subscription (from January to June) ts now available tor only €15. 
Great value! 

EXCEL BACK ISSUES are available priced £2.50 
each. Buy any 5 for £10, or take every issue 
(1 - 20) for only £35! 

THE LATEST XL/XE PD SHAREWARE DISKS 

CLASSICS & MUSIC 16 Classical music' 

ADVANCED MUSIC SYSTEM DEMO 2 - Element' 

MEGABLAST & NFL FOOTBALL Two new games' 

DESKTOP I MEC'DOS Unique DOS packages' 

CAD XE ■ 30 drawing package H30XE only) 

MICRO TALES 1 S 2 Two great kids stories' 

EATWELL ■ Monitor your calorie make' 

ADVENTURE COMPANION 14 2- Adventure help' 

F15 CONSTRUCTION 5 MICRO MAP Make new maps tor F 15 Strike Eagle 

and Quest tor Power of Beneath The Pyramids' 
DAISY DOT 3 Working demo ot the latest version of mis supert) pnnt processor' 
MAGIC SPELL Text file spell checkers for Atari DOS and Spartabos users 
DISK FILE MANAGEMENT Superb disk tile database program Supports 

RAMOtsk! 

DRAGON'S TAIL A graphic adventure construction kit' (3 disk set tor £7'| 
GRAPHEUS Greek tent processor 1 Useful tor historians, teachers and students' 

PDSMAREWARE DISKS are an now C2 50 each, £10 tor 5 or E20 lor 121' All are double 
Skied tor e«tra value tor money' Please send a stamp 'or lull ks\ olover 150 asks 1 New 
titles every week 1 

PD cassette software also available' 

ALL AVAILABLE FROM: 
Robert Stuart. 21, Stronsay Way, Broomlands, Irvine, 
Strathclyde, SCOTLAND, KA11 1HL 
All cheques PO s to R. STUART please! 
OVERSEAS: It you wanl a list. PLEASE order something. I can! altord 10 send out 
dozens ol lists by Air Mail!! Pay by cash or sterling cheques only!! 



TIGER DEVELOPMENTS 



I Reptilia 



System in this horizontally scro*ing shool om up 
i the force Iietds protecting the huge monsters ■mf* 
DISK ONLY C4.99 



LIZARD 

Battle your way around 
Destroy the solar cells I 
are waiting on each pla 

PROGRAMMER'S WORKSHOP VOLUME 4 

Set up keyboard macros to do anything from changing screen colours to loading Mes to 
running machine code routines at the touch of a burton A really useful aid to any 
programmer to save those aching tinge's' DISK ONLY C3 99 

TARKUS AND THE CRYSTAL OF FEAR 

As Tarkus the Aged Druid r) it your mission to search me four huge scrolling worlds lor 
" and keys ava*aofe '^p^^* 



r of Tarkus - 



: ONLY E4.99 



MISSION ZIRCON 



ONL 



ame ™ KI " al ' s " >g a ™ ,,,, OWK oZlLV £2-99 

BOING II SPEED FOX double £4.99 

PROGRAMMER'S WORKSHOP VOLUME 1 

Design up to 128 mode 12 screens and store them in as little as 10k includes code to 
instantly display screens 

PROGRAMMER'S WORKSHOP VOLUME 2 

Design and animate software sprites I up 10 64 on screen) 

PROGRAMMER S WORKSHOP VOLUME 3 

Design your own display lists and write interrupts without using machine code with this 
mm. language 

PROGRAMMER S WORKSHOPS all DISK £3.99 



I be sent in time for Christmas Cheques P0 s payable to Tiger Developments 

TIGErIdEVELOPMENTS, 26 MENZIES AVENUE, 
WALMER, DEAL, KENT CT14 7QZ, ENGLAND 
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XL/XE PROGRAMMING 



MULTI-SPRIl 



The Marl's hardware sprite (or player/mlsslle graphics 
lor purlsls!) system Is one of the mac hine's best fea- 
tures. Vou can create small sprited with their own 
width. Colour, horizontal position, and vertical position by 
using Hie SPRITE MOVER program from New Atari User issue 
51 but the main drawback Is that only four are available at one 
time, although the missiles' can be used as a fifth sprite. 
The program presented here expands upon SPRITE MOVER 
by adding a Display List Interrupt routine which re positions 
the Tour sprites when the TV picture is hair drawn, the practic- 
al upshot of which is that you can now use lour sprites In the 
top hall of Ihe screen and another four in the lower hall, 'llic 
DLI also changes the colours of the sprites, so you can have 
eight different coloured sprites on screen at a time, or nine If 
you use Ihe missiles! 

The program uses X and Y co ordinalcs for each sprite in a 
similar way to SPRITE MOVER, but here you have to be more 
careful when positioning them, as only one hall of the screen Is 
available lor each set ol lour sprites. The co-ordinates range 
from 0-255 (horizontal! and 0-80 (vertical) lor the first eight 
sprites, but the missiles or fifth sprite. Is not spll 



TtH 



that If} 
whatc' 



half way 
i want to use 
. vou will 



Ihe program) range fr 





y locations to 




tlonlng the sprites. 


SPRITE 


X-reg. 


Y-reg. 


COLOR reg. 


1 


1554 


1555 


704 


2 


1556 


1557 


705 


3 


1558 


1559 


706 


4 


1560 


1561 


707 




1562 


1563 


1572 


6 


1564 


1565 


1573 


7 


1566 


1567 


1574 


8 


1568 


1569 


1575 


9 


1570 


1571 


71 1 


So. If you want t 


o make your s< 




C while and place it 



the bottom left comer of Ihe sen 
POKE 1566,60:POKE 1567.1 



id the tx 

i box. Yo 



In the program are c 
im four as little stick 



POKE 1574,14 
currently define 



Own sprite shapes for use in games i 
text screens. Design your sprites on 
16 (vertical] pixels In the same way : 
defined characters, and put the daU 



r even Tor brightening up 
i grid of 8 (horizontal) by 
i you would with re 
iii lines 20 to 37. 



Finally, avoid using keyboard Input while this program Is 
running as il interferes wilh Ihe DL1 liming and causes screen 
flicker. If you use this program in a game, use a Joystick 
routine to move your main sprite. If you encounter any prob- 
lems or difficulties wilh the program, please drop me a line at 
the EXCEL address and I'll do my best to help, but please 
remember to enclose an SAE. Enjoy the program! 

l».j«59-N.wAtorrU>.f 



EH ■ REH 



KR 1 RCH IS 



MUL T I *>PR I TE 



4 REH n HEM 0 1 OKI USER - DEC 11*7 U 

6 FOR F = 1 5 36 TO 1SS3:P0KE F , 0 : NEKT f :fi 
ESTORE 7: FOR F=1554 TO 1571: READ X : POK 
E I ,K:«m F:P0KE 3*904, 136 

7 DATA 70. 70. OR. 10, 70, 40, 188,58. 11R.2R 
, 120,10, 130,40, 14B, SR. 158. 75 

8 FOR F=31S28 TO 32767:P0KE F.OlNEXT F 
:P0KE 1S72,»:P0KE 1S73.22:P0KE 1574.21 
8:P0KE 1575.06 

9 POKE 54275, 12S:P0KE 623.17IPOKE 710, 
8: POKE 704.14:POKE 785, 58: POKE 786.116 
:P0KE 787.198:P0KE 711,52 

16 RESTORE 20:FOR F=32760 TO in 1 1 HI a 

D h:poke f.x:rext f 

21 DATA 0,60,126,255,153,153,255,255,2 
31.219, 109 , 2SS , 255 , 255 , 96 . 98 

23 OA T A 8 . feB , 1 ?(,. 7S5, 153, 153. 255. 255, 2 
31.219. 189.255,255,2 55.90.90 

24 REH BJlUOMiTTTI 

25 DATA 0.60.126,255,153.153.255,255,2 
31, 219, 189. 755, 255, 755. 98. 98 

26 REM IjllMOiORT 

27 DATA 0.60,126,255,153,153.255,255,2 
31, 2 19,109.255. 255, 255. 90, 90 

20 REH HJHi^OKTWl 

29 DATA 0.0,28.26.8.62,93,93,0,20,20,2 
0,20,54.0.0 

31 DATA 8. 8, 2«!2e. 8. 62. 93. 93. 8, 26, 26, 2 
0.20,54 .0.6 

32 REH Hd )ti*fl71T 

33 DATA 0.0.28,28,8,62,93.93.8.28,28,2 
8,28.54,0,0 

34 REH HllllllOiaiJ 

35 DATA 0,0,28.26.8,62.93.93.0,20.20.2 
0,20.54,0,0 

37 DATA 255,129,129,129,129,129,129,12 
9, 129, 129,129, 129, 129, 129, 129,255 

47 REH MX8»8 « 8 8 » »« 8 8»K« K» »M M »»» «KK » K 

48 REH VERTICAL BLANK INTERRUPT CODE 

49 REH W»M »»« M«MM » M«»M M »» »» « »«««»»»« 

50 RE5T0RE 60 : FOR F-3R728 TO 3187SIREA 
D DIPOKE F,D:NEXT F 

68 DATA 172.1.6.162,0,169,0.153.33.124 
, 232, 200, 224. 16. 200. 24 7. 173,10,6, 141,0 
.200 

61 DATA 172.3,6.162,0,169,0.153,33.125 
. 232.200.224. 16. 200, 24 7. 173,70.6. 141.1 



DISK BONUS 




IN 62 DATA 172,5,6, 162.9, 169,9, 153,33, 126 
.232.299.224.16.299.247.173.22, 6.141,2 
. 288 

TE 63 DATA 1 72 . 7 , 6 , 162 , • , 1 69 , 9 , 153 . 1 3 . 1 27 
,232,299.224.16.299.247.173.24.6.141.3 
.299 

UP 64 DATA 172. 9, 6, 162, 9. 169, 9. 153. 129, 12 

4. 2 32 . 299. 224, 16. 299. 247 
CZ 65 DATA 172,11,6.162,9,169.9,153,129,1 

25.232.299.224,16.299.247 
F» 66 DATA 1 72 , 1 3 , 6 . 162 , 9 . 169 , 9 , IS3 . 129 , 1 

26. 232. 299. 224. 16.299, 24 7 
IJ 67 DATA 172,15,6,162,9,169,9,153,129,1 

27, 232, 299, 224, 16, 299, 247 
HP 68 DATA 172 , 17. 9, 162 , 9. 169 , 9 . 153 , 33 . 12 

3,232,299,224,16,298,247 
9R 69 DATA 162.9.199.18.6.157.9,6.232.224 

.16.299.245 
OF 79 DATA 172,19,6,162,9,189,9.129,153,3 

3.124, 232. 299, 224, 19,299,244 
96 71 DATA 172,21,6,162,9,189.16,129,153, 



BP 72 DATA 172.23.6,162,9,199,32,128.153, 

33, 126, 232, 299, 224, 16, 298, 244 
MT 73 DATA 172,25.6.162.9,199,49,128,153, 

33, 127, 232,299,224, 19,298. 244 
MB 74 DATA 172,27,9,162,9,199,64,128,153, 

129,124,232,299,224,16.299,244 
MO 75 DATA 172,29,6,162.9,199,89,128,153, 

129,125,232,299,224,16,299,244 
5K 76 DATA 172,31,6,162.9,189,96,128,153, 

129, 126, 232, 299, 224, 16, 299, 244 
10 77 DATA 172,33,6.162.9,199.112,128,153 

. 129, 127, 232, 299,224, 19,299,244 
ffl 99 DATA 172.35,6.162.9,199,129,129.153 

,33, 123, 232, 299, 224. 19, 299, 244, 173, Z4, 

9, 141, 7, 299,24, 195, 2, 141 , 6, 298 
JB 91 DATA 195,2,141,5,299,195,2,141,4,29 

8,76,99,229 
OI 97 REM » M»» ii.« mm »i » .iii « N«Niiii»N mm »ii« 
OH 99 REM DISPLAY LIST INTERRUPT CODE 

OM 99 REM i i Riim i mmmmmmi i mmm i imi i M ii mi 

MC 199 RESTORE 119IFOR E=31232 TO 3128S:R 

EAD B:POK£ t , D : NEXT F 
DJ 119 DATA 72,173,26,6,141.19,212,141,9, 

299, 173, 29, 9, 141,1, 299, 173, 39, 9, 141, 2, 

296,173,32.9,141.3,298 
SC 111 DATA 173.36.6.141.19,299.173,37,6, 

141, 19, 299, 173 . 39 , 8 , 141 , 29, 299, 173 . 39 , 

9.141.21,299,194,94 
MJ 197 REM mmmii ii cmmim i mmn nniin 
NA 198 REM SET INTERRUPT UECTORS 
HP 199 REM N N N NN W WWNNNMNM W WW M MW W 
OH 299 POKE 54299. 9 : POKE 549.9:P0KE 549.1 

79: POKE S12,0:P0KE 513.122:P0KE 54206. 

192:P0KE 53277, 3 : POKE 559.62 



by Robert Stuart 



A neat little puzzle by Stephen Logic 
that will have you at your wifs end 

PLUS TETRIS by Richard Carter 

A neat version of the classic game 

Full details of these programs are on this issue's dish which can 
be obtained from Page 6 tor just C2 ' 95 Send your cheque, P.O 
or credit card number to PAGE 6, P O Bon 54. Stafford. ST16 t TB 
or tetephone us on 0785 213928 tor your copy 



MAILBAG 

Mailbag will be back next issue! 

We arc extremely pleased to announce that Allan .). I'almcr. 
one of our readers and supporters from the very early days, 
has volunteered to become Mailbag Editor 

Allan has a wealth of experience with the Atari Classic and 
will welcome your letters and queries to turn Maill>ag Into 
an Interactive column where Information can be shared 
amongst us all. but he cannot do this alone, he needs your 
regular letters and feedback. 

Write to Mailbag NOW with any questions or comments to 
get the column started. You feedback Is needed right away 
because the copy deadline for the next Issue Is looming! 

Write to: 

MAILBAG, Page 6, P.O. Box 54, Stafford, ST16 1TB 
PLEASE MARK THE TOP OF YOUR LETTER 'MAILBAG' 



Do you own an Atari Computer? 
A Lynx? VCS? 8-Bit? ST/TT? 

Yes. Then you need - 8:16 

Produced by the Bournemouth & Poole Atari User Group 
(BaPAUG to its friends). 8:16 covers the whole world of 
Atari computing. It regularly ruas articles on all the 
machines, including cheats for Lynx games, programming 
tutorials for the 8-bit and ST/TT, game reviews for the VCS 
and reviews of the more serious or unusual software titles. 

Current subscription rates for 4 issues are: 

UK: £6.50 / Europe: £10.60 
Rest of the world: £10.60 (sea); £18.50 (air) 
Payment in UK.£ only, payable to The BaPAUG 
260 Poole Lane, Bournemouth, Dorset BH1 1 9DT 
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XL/XE SOFTWARE 



GERMAN GOODIES 



UK Inleresl rates arc Tar loo low according to one Ger- 
man businessman - Interest, thai Is. In the Atari 
software produced by his company. Following my re- 
port of Kc Soft merchandise In Issue 57 the proprietor Kemal 
Ezcan received several enquiries from British Alarlans but 
hardly any orders! The reason Tor this isn't entirely clear but It 
seems likely that most users are reticent when it comes to 
sending monies abroad hardly surprising alter this year's 
historic chaos In the foreign currency markets! If you were 
discouraged in this way. the good news Is lhat Micro Discount 
are acting as agents lor Ke Soft products in the UK and will 
Import certain tllles subject to demand (though not nec essarily 
the entire range!. Of course. In the absence of sufficient sales 
lo Brilish users It will nol make economic sense lor Ke Soft lo 
continue producing English instructions, and one of the few 
remaining sources of new 8-bit software will disappear. Ke- 
soft's latest releases (all with English translations) ramprise a 
game and two utilities one brand new and the other resulting 
from their recent acquisition of the rights to publish XU-ni 
Soltware titles. 



LASERMAZE 



(•tlC of other Kc Soft games, both In 
III -level puzzle of the type that's 



dingly addic 
lartty in the 
■rer named I 
nlv chance i 
s in each of 
'orld but doi 

al objects. V 



..I hai 



itly i 



ling world. Tills lime the story is lhat a 
k is stuck In an underground maze and 
rape Is lo destroy a quantity of dangerous 
caverns. His action will apparently save 
sk how! 



ir task is simply to eliminate Ihe mines by 
directing a laser beam into them. The laser source cannot be 
moved bul t he beam is deflected off of walls and reflector 
boxes' which Monk can push around the screen In response lo 
commands issued from your Joystick. There's no lime restric- 
tion so you can afford lo think carefully about the best position 
for the boxes before letting rip wllh Ihe laser. Ammunition Is 
limited so you should try nol lo waste too many shots. If you 
don'l hit a mine and the beam is absorbed by a non reflective 
material, you can study Ihe beam's path before your next 
attempt. Objects lo watch out for Include ammunition charges, 
bonus points and killer mutants who rapidly deplete your 
laser's power. It soon becomes quite a challenge, but lortun 
alely each level has a pass code for direct access In future 

Graphics and sound are reasonable though nol. as Murray 
Walker would say. totally sensational! The game scores highly 
in Ihe addiction deparlmcnl and. with fifty puzzling levels, is 
likely lo keep you occupied for a worthwhile period. As wllh 
oilier Kc Soft games or this type the flip side of ihe disk 
contains a screen editor so you can create as many new levels 
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Paul Rixon discovers more 
new software from Germany. 
Isn't it time you took a 
serious look? 



aft hi 



ill 



as you wish. My only complaint is lhal Kc-S 
printed the Instructions 111 red Ink on bright orange paper, 
making Ihem a real effort to read. This may be a clever 
deterrenl against photocopying (and is likely lo keep the local 
opllcians in business) bul It's nol exactly 'user friendly'. A good 
game though! 



KE-COMMANDER 



If you're rallllllar wllh Ihe increasingly dominant PC machines 
you've probably come across disk utility programs such as 
Xlree and Norton Commander which enable you lo manipulate 
files and directories In a simple and efficient manner. KE- 
COMMANDER is Kc-Solt's implementation of similar facilities 
for your 8-bit Atari. It provides an alternative lo Atari's DUP- 

SYS (the program that normally loads when you type DOS 
from Basic) and claims lo be compatible wllh all Dos 2.x 
versions. Strangely il refused to work correctly with Ihe DOS 
contained on KeSoft's distribution disk bul had no problems 
coping with my own copy of Dos 2.5! It also worked fine 
alongside Turbo Basic. 

Ke-Commander Is based on a spill screen display, each half 
listing Ihe directory contents of a pre selected drive. Initially 
the system Is set up lo read drives one and two so If you don'l 



have a second drive, the first thing you encounter is a rather 
alarming error message! However, you can easily change the 
default so that hoth portions display drive one. or any other 
drive In your system even a RAM disk. The TAB key toggles a 
cursor between the two halves and the arrow keys can be used 
to scroll up and down the list ol directory entries. You can 
have the items sorted by filename, file extension, ascending file 
size or In the normal' sequence. There are viewing facilities for 
text files, font files and mode 8 or 15 picture files. Simply move 
the cursor onto the required file, press the appropriate View" 
key and. providing it's in the proper format. Ke Commander 
displays the file on screen. 

One of the most useful and powerful functions of Ke-Com- 
mandcr is its lagging facility. You can tag and untag Individual 
files by highlighting them with the cursor and pressing the 
space bar. or you can enter a mask siring Isuch as ".BAS) to 
capture groups of similar files. The lagged files can then be 
deleted, locked, unlocked, renamed or copied in one process. 
In the latter case the two directory listings correspond lo the 
source and destination drives lor the copy If these are the 
same. Kc-C'ommanrier prompts you when lo change disks. 
Other functions let you format disks In single or dual density 
mode, write DOS and DUP to a disk, toggle the verify facility 
and launch runnable' files. 

Orange Instructions aside Ke Commander is an extremely 
capable and time-saving utility. If you frequently struggle with 
ttte less than ergonomlc Interlace or Atari's DOS you will be 
delighted with Kc Commander's friendly design and powerful 
complement ol functions especially that tag facility! 



TYPESETTER 



1 reported in a previous article that Ke Soft were about lo 
re-release some Xlent Software applications Including First 
XU-nl Word l"roressor. MegaFont 11+ and Page Designer. I was 
therefore extremely pleased to receive prool of this encouraging 
news In the form of Typesetter. XLcnl's desktop publishing 
program lor your 8-bil Atari. The package has many features 
(fortunately the Instructions arc printed in a readable colour!! 
and a lull explanation would greatly exceed the space available 
here, but hopefully an overview will suffice to explain the 



basic 



■ l.il 



pplied in two versions for 64K and 128K 
commended to obtain maximum 
! program's aim Is to simplilv Ihc product 
I texl and graphics which you can subsc- 
your printer. It comprises two utilities to 
Texl Editor and Sketch Pad. 
allows vou to enter words on the page us 



tig 



nan p. 



,1 Iln 



page b 

■cal the 



ewing 



is. The ■ 
lit the v 
entire area, 
ext styles be 
onal chat actcr 
supplied). You 




load pictures In 62 sector format and overlay text and 
graphics. There are many other commands and I28K users 



benefit from extras such as italics, horizontal slice and mem- 
ory bank switching for increased resolution. 

Sketch Pari Is a straightforward drawing program that lets 
you design graphics for Inclusion otl the main page, or edit 
segments lo improve the detail. Drawing options include fill 
(using a variety of methods), plot using three alternative brush 
widths, draw, circle, sphere and colour You can copy your 
page design lo Sketch I'ad and vice versa, or save it indepen- 
dently on disk. Input is by Joystick on the 64K version, but far 
12KK machines there Is a choice of joystick. Touch Tablet, or 
Koala Pad modes. 

When it conies to printing your perfected design Typesetter 
providd options to dump the Image vertically using lull or half 
page hclghl. or horizontally. You ran output to Epson or 
l>rowritcr compatible printers. Because you can't view the 
entire page withoul getting a hard ropy IVpesetter Isn't exactly 
the friendliest program or its type but Ke Soft will happily oiler 
you other XLcni Software utilities which are intended to make 
life a little easier. Page Designer displays hall the page at a 
time so you can formulate rough layouts and then load them 
into Typesetter. It also comes Willi a utility which converts 
Atari Artist and Koala pictures into uncompressed files. Mean- 
while. PS Interface allows the inclusion of lYintshop Irons and 
fonts in your page layouts. Typesetter can be purchased with 
Page Designer and I>S Interface at reduced cost. If you're Into' 
DTP. note that the highly acclaimed Print Shop Is also avail- 
able from Ke Soft. If you're looking for a disk drive. they can 
sell you one of those too! 

Once again I musl strongly recommend that you Check out 
the commendable services of Ke-Solt. The possibility of future 
English versions of Ke Soft games and applications is entirely 
rtrpnmten l on your response. II really Is a case ol support now 
or rrgrrt later. 



WHERE DO I GET THEM? 

Ke Soft software can be purchased direc tly from Kcmal Ezcan. 
Ke Soft. Frakcnstrassc 24. 6457 Mainlal 4. Germany. Tele- 
phone +49 6181 87539. A price lisl Is available on request The 
UK distributor Is Derek Fern. Micro Discount. 265 Chester 
Road. Streelly. West Midlands. U74 3EA. Telephone 021 353 
5730. Before ordering you should write or phone for details of 
the Items currently available. 
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XL/XE TUTORIAL 




Part 3 



Last issue you were Introduced to (wo malhs com- 
mands, so to continue the mathematical theme, well 
look at multiplication and division. Since multlpllca 
lion is only repeated addition and division Is repeated subtrac- 
tion it is possible to multiply using ADC. and divide using 
SBC. 

Example ol multiplication ol two single byte numbers. 



NUM 1 =20 


.The two numbers which 


NUM2=I21 


:are to be multiplied 


LDXNUM1 




LDA #0 


;clear the answer 


STAANS 


:localions 


STA ANS+ 1 




TXA 


:check x isn't zero 


BEQ END 




LOOP LDA 




ANS 


:add num2 onto ans 


CLC 




ADC NUM2 




STAANS 




LDA ANS+ 1 


ill carry add onto 


ADC #0 


:high byte 


STA ANS+ 1 




DEX 




BNE IXX5P 




ENDRTS 




This lonn ol multiplicatl 


on is tine when the numbci 


is quite small. However. 1 


' the number of loops becor 



large number the 



answer by 5. So 
than 30. 



• pli. 



mcs a fairly 
ime can be 
roproce 



ou can speed up the process, for instance If 
numbers Is a multiple of another number 
ou could first multiply by 6 then multiply the 
nly I 1 additions would tx- needed rather 



WORK IT OUT! 

There are commands available In machine code which are 
useful If you wish to multiply or divide by factors of two. but 
before I go on to those you might be wondering since I've 
shown an example of multiplication as repeated addition, how 
you go about dividing two numbers? Well rather than give you 
the program, you can figure it out for yourself! Mere arc a few 
pointers though. To make it simple have a 16 bit number 
divided by an 8 bit number. Now remember the answer to a 
division is how many subtractions you can make of the num- 
ber you are dividing by. So you make (he computer subtract 
the 8 bit number from the 16 bit number as many times as Is 
necessary to gel it less than the number you are dividing by. 
The number of times you subtracted Is the answer. The num 
her remaining in the end is the remainder! Easy!! 



Daniel Lea continues his 
series for the beginner 

MORE NEW COMMANDS 

After that diversion we ll gel onto the magic commands lor 
dividing and multiplying by factors of two. These are none 
olher than ASL and LSR!! 

ASL stands for Arithmetic Shift U-fi. What It does is shift all 
the bits In a binary number to the left as below (In binary!. 

00001 101 becomes 0001 1010 
or 13 becomes 26 
The effect therefore of ASL Is to DOUBLE the number. 

The MSB Is put into the carry flag e.g. 

10000000 becomes 00000000 with I in the carry flag 
A zero, as you can see. Is automatically added to the end of the 
binary digits. 

Kormal can be In one of two ways: 
Firstly the normal addressed format 

ASL laddress] 
Addressing modes which can be used are direct and X 
Indexed direct and the command also works In the zero 
page forms of these two. 
There Is also a second available format I.e. 
ASL A 

which performs the operation on the Accumulator. There Is no 
iorm to perform this or I.SR on the Index register. 

LSR Ltx/icrii Shi/1 Right 

Shifts the bits Right thus dividing the number by two. This 
Instruction shifts all the bits right and 0 is put in the MSB (8lh 
bill whilst the 1.SB (1st bill Is transferred Into the carry flag. 

1010 10 10 becomes 01010101 and 0 Is put In the carry flag 
The formats and so on arc exactly the same as with ASL. 

ROL and ROR 

There are two more related commands which are ROL and 
ROR. 

ROL ROtatea thebtts lefi 
ROR ROtatea the hits Hu,hi 
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M ; 

20 ;VBI JOYSTICK CURSOR MOVER 
36 ;by D.J.Lea . . jam 82 

46 ; 

50 ; 

60 J0Y=632 

70 0UTCHAR=6212B 

00 ;If you have an old atari 401 
30 ;ooo change OUTCHAR to 62140 
0100 ; 

0110 » S9M8 
0120 ; 

0130 ; setup VBI 
0140 ; 

0150 I DO 546 
0160 STA EVBI«1 
0170 LOO 547 
0100 STA EVBK2 
0190 I DO miBI<255 
0200 sin 546 
0210 LDA KUBI/256 
0226 STA 547 
0230 BRK 
6246 ; 

6256 .Vertical Blank interrupt 

6266 .-checks joystick 

6276 ;noves cursor 

62S6 ; 

62*6 VBI 

6366 LOA JOY 

6316 AND at 

6326 BEQ UP 

B336 LDA JOY 

6346 AMD B2 

63S6 BEQ DOHM 

6166 LFRT LDA JOY 

6376 AMD 114 

6366 BEO LEFT 

• "I LDA JOY 

0400 AMD 00 

0416 BEQ RIGHT 

0420 DFHT 

0436 EVBI J HP $FFF ivbi JUMP 
6446 ; 

6456 jcursor novenent routine 
6466 ; 

6476 UP LOA t>28 
64B6 J5R OUTCHAR 
8438 J HP LFRT 
6568 DOHM LDA tt/t 
6S16 JSR OUTCHAR 
•S26 J HP LFRT 
6536 LEFT LDA 8136 
6B46 JSR OUTCHAR 
0550 J HP DFHT 
6566 RI6HT LDA 1*31 
6S76 JSR OUTCHAR 
6586 J HP DFHT 



ROI. Is similar to ASI. bolh In action and In addressing modes 
available etc. The important difference is that when the bits 
are shifted left the value of the carry flag Is put in the LSI). 
Then, as In ASI.. the old MSB is pul into the carry flag. e.g. 

01 1 I 1000 with carry flag I 
becomes 

1 1 1 10001 with carry flag 0 

ROR is the Equivalent of LSR. How this works is the carry flag 
Is pul in the new MSB and. as in I.SR. the old LSB is pul Into 
the carry flag. e.g. 

I 1 1 1000 1 with carry Hag 0 
becomes 
0111 10000 with carry flag 1 

ROI. and ROR arc useful when we consider 16 bit multiplica- 
tion or division (In factors of two). The routine Is similar lo 16 



16 ; 

28 1 

36 ;Text converter - by D.J.Lea 
40 ;21/1/S2 

86 $ 

66 ; 

65 ; addresses for use in the print 

66 iroutine 

67 ; 

78 CI0V:$E456 
88 5BUFF-263 
•>« ICB0L=S344 
8188 ICBLL S348 
6116 ICCOH=S342 
6128 PUTREC=8 
8136 ; 

6146 » $8668 
8158 ; 

8168 LDA ttT EXT&255 ;Put location Of 

6176 STA SBUFF ;text in page 6 

8188 LDA IITEKT/256 ;sbuff for use in 

81»6 STA SBUFFfl ;convert and print 
6288 JSR PRIHTIT ; goto print routine 

0210 ; 

6226 ;text conversion routine 

8238 ; 

8246 CONVERT 

6258 LDY <S8 .'Start with first 

8268 character 

6278 CLP LDA CSBUFFI.V ;load in a text ch 

aracter 

0200 CMP 11155 
6238 BEQ ELP 
8388 CHP U32 
8316 BEQ ODD 
8328 OHD B31 
8336 CLC 

8346 ADC B64 1 186816 upper case 
6358 | 

6368 ; add 86 instead to be lower case 
0370 ;add another 128 to invert 
6368 ; 

6388 STA CSBUFFI.V 
8488 ADD INY 

8418 JHP CLP ;continue loop 
8428 ELP 

6436 JSR PRIHTIT conversion ovtr 
6448 BRK ;„, ,nt and end 

8456 ; 

6468 ;Print text routine 
04 78 ; 

6486 PRIHTIT 
8486 LDY HO 
O5O0 LDK HO 
6516 LDA H127 
6528 STA ICBLL. X 
8538 LDA U6 
8548 STA ICBLL81.X 
8558 LDA OJPUTREC 
8566 STA ICCOH.X 
6S76 LDA SBUFF 
8586 STA ICBAL.H 
8586 LDA SBUFFfl 
6688 STA ICBAL+l.K 
8616 JSR CIOV 
8626 RTS 
6638 ; 

8646 TEXT . BYTE "TeOT tG) SO". 155 



Continued overleaf 



New Alon Uiet kim 59 



1 1 



hit addition or subtraction, 
number by 2 

ASL FIC. :puts the MSB in tl 

ROI. PIO* 1 :Takcs the rarry fla 
MSU In carry nag 



to multiply a 16 bit 



■arry flag 

ito the l-SH. puts 



Of course we can 
LSR FIG 

ror no* i 



the numbers by two : 



LOGICAL OPERATIONS 



rtpulal 



nlxi 



not ixissible in normal Alar! Basic. (If you have Turbo Basic 
you may have heard of the following) You can perform binary 
AND. OR or Exclusive OR on a figure and the accumulator. 

ITic three Instructions arc AND. ORA and EOR. 

AND The AND mnemonic is short for AND with ■cannula 
tor. To see how this and the other logical operations work it is 
best to consider the binary equivalents or the numbers. 
It 'both of the bits In the numbers are 1. AND returns a 1 
result bit otherwise (I.e. 0 and I. 1 and 0. or 0 and 0) 0 Is the 
result bit. The symlxil for AND Is an upside down V. I.e. A . 



Rules 
0 0 11 
•O'l "0*1 



Format 

AND |addrcss| 



Addressing modes available: Immediate, direct, indexed direct 
(X and Y Indices), pre indexed and posl indexed Indirect. 

Examples: 

I.DA#223 11011111 
AND #231 "11100111 

Accumulator^ 1 99 II 000 1 1 1 

I.DA#I70 10101010 
AND #15 "00001111 



Accumulator 10 



I.DA #170 
AND #85 



Accumulator=0 



10101010 
"01010101 



ORA Ishortjor OR with Accumulator) ors the figure In the 
accumulator. In this operation when both binary digits are 0 
then the result bit is also 0. otherwise the result bit Is set to 1 
Hie sign used lor or Is V. 



Rules 
0 0 11 
vO vl vO »] 



Format 
ORA laddressl 



0 111 

Addressing modes available same as those available with AND. 



I.DA #223 


1 101 1 1 I 1 


ORA #231 


vl 1 1001 1 1 


Aci umulator=255 


11111111 


I.DA #170 


10101010 


ORA #15 


vOOOOllll 


Accumulator^ 75 


10101 1 1 1 


LDA #170 


10101010 


ORA #85 


V01010101 


Accumulator=255 


11111111 



EOR (Mnemonic for Exritisu*- OR with Accumulator). In this 
operation If the binary digits are the same I.e. 1 and 1 . or 0 
and 0 then the result bll Is 0. If they are different I.e. 1 and 0. 
or 0 and 1 then the result bit Is set to 1 . The sign for EOR Is a 
V with a line through It. 



Rules 
0 0 11 
vO vl vO vl 



Examples 

I.DA #223 
EOR #231 



Accumulator^; 



I.DA #170 
EOR # 1 5 



Accumulator 168 



I.DA #170 
EOR #85 



Accumulalor=255 



1 101 1 1 I 1 
vl 11001 11 



10101010 
v<XXX) 1 I 1 I 



10101010 
V010I0I01 



USES OF THE 
LOGICAL OPERATIONS 

These three logical Instructions can be very useful to the 
programmer, although you may not realise the lad Just yet! 
AND can be used as a mask i.e. it can block out some hits. 
For example if you have the binary number I 1001010 and 
only want the bottom four bits AND #15 will mask out the top 
four bits: 

11001010 
"00001111 



00001010 



ORA Is used to force certain bits to be set to I . ORA #240 
1 1 I 1 10000) will sel the top four bits to 1 . and leave the lower 
four bits unchanged. 

xxxxxxxx <-- Any binary number 
vl 1 1 10000 

llllxxxx 
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MILES BETTER SOFTWARE 



Spy vs Spy III 3.99 

Ball Blazer 2 99 

Beer Belly Burt 2.99 

Blue Max 2.99 

Bop and Wrestle 3.99 

Spitlire 40 8.99 

Smash Hits Vol. 7 2.99 

MIG Alley Ace 6.99 

Trivial Pursuit 6.99 

touchdown Football 4.99 

The Pawn 9.99 

The E Factor 2.99 

Suspect 2.99 

Sunstar 2.99 

Spindi/ry 2.99 

Silicon Dreams 6.99 

Scooter 2.99 

Rosen's Brigade 2.99 

Hockel Repair Man 2.99 

Rampage 2.99 

Oueslron 2.99 

Questprobe 2.99 

Quasimodo 2.99 

Polar Pierre 2.99 

Picnic Paranoia 2.99 

Nightmares 2.99 

Night Mission Pinball 6.99 

Nibbler 2.99 

NATO Commander 4.99 

New York City 2.99 

Mr Robot 2.99 

My First Alphabet 2.99 

Montezuma's Revenge 2.99 

Living Daylights 2.99 

Licensed to Thrill 2.99 

Laserhawk 2.99 

Juno First 2.99 

Freaky Factory 2.99 

PLEASE GIVE 
SECOND CHOICE 
WHEN ORDERING 



1 ADVENTURE STR* 


TEGY 1 






Pttaie Adventure 


4 99 






Decision in the Desert 


4 99 


Voodoo Castle 


499 


Kennedy Approach 


999 


Rampage 


299 


Pan/er Grenadier 


999 


U S A A f 


999 


Battle Cruiser 


9 99 


Silicon Dreams 


6 99 


Eternal Dagom 


6 99 


Suspect 


6 99 


infidel 


6 99 


Seastalker 

Jinxter 


6 99 
699 


Ingnd s Back 


6 99 




699 


XL XE CARTRIDGES 


Archon 


7.95 


Ballbla/er 


795 


Barnyard Blaster 


4 99 


David s Midnight Magic 


7 95 


Desert Falcon 


4 99 


Designers Pencil 


7 95 


Eastern front 


7 95 


Fight Night 


7 95 


Food Fight 

Hardball 


7 95 


7 95 


Moon Patrol 


795 


One on One Basketball 


795 


Star Raiders 


7 95 


Super Breakout 


4 99 


American Football 


7 95 


Rally Speedway 


4 99 



180 Darts 

Air Rescue 

Battalion Commander 
BMX Simulator 
Boulderdash 

Cavernia 

Crosshre 

Darts 

Daylight Robbery 
Football Manager 

Ghostbuster 

Gunlaw 

Head Over Heels 

Amaurole 

Aztec Challenge 
Blinky's Scary School 

Rocktord 

Chuckle Egg 

Crack Up 

Cosmic Pirates 



Fruit Machine Simi 

Gndrunner 

Hardball 

Heartache 

Henry's House 
Atari Compilation 
Jocky Wilson's 



Mini Office II 
Planetarium 
Cut N Paste 
Trakball 



219/221 Cannock Road, Chadsmoor. 
Staffordshire. WS11 2DD 
Telephone (0543) 466577/8/9 



2 99 Last V8 2.99 

2 99 Mad Jax 2 99 

4 99 Mercenary 1 99 

2 99 Milk Race 1 99 

2 99 Mission Shark 2 99 

2 99 Mountain Bike Racer 2 99 

2 99 Jewels of Darkness 4 99 

t 99 Wizard of Akyrz 2 99 

t 99 Escape From Pulsar 7 2.99 

2 99 Perseus and Andromeda 2.99 

2 99 Rogue 1.99 

2 99 Plastron 1 99 

2 99 Revenge II 1.99 

2 99 Four Great Games 4.99 

1 99 Jocky Wilson Darts 4 99 

2 99 Las Vegas Casino 2 99 

2 99 League Challenge 2.99 

2 99 Masler Chess 1 99 

2 99 Molecule Man 1 99 

2 99 Mr Dig t 99 

2 99 Arrow of Dealh 2 99 

2 99 Golden Voyage 2 99 

1 99 Knight Ore 4 99 

2 99 Lancelot 4.99 

2 99 Ten Little Indians 2 99 

1 99 Ruff and Reddy 2.99 

4.99 Nin|a 2.99 

Phantom 1 99 

2 99 Pogotron 1 99 

2 99 Red Max l 99 



SEND S.A.E. 
FOR FULL LIST 



)p to orders less than r b 00 All prices correct at 
it going lo press Access or Visa orders welcome 

Please add CI per item lor overseas 
; make Cheques or Postal Orders payable to 
"MILES BETTER SOFTWARE" 



FIRST STEPS IN ASSEMBLY 



continued 



EOR Is used lo toggle bits I.e. If a bil is 1 il is set to O. or if il 
Is 0 it Is set (o 1 . EOR # 1 5 (OOOO 1111) will toggle the bottom 
four bits and leave the lop four unchanged. 

1 1001 100 
vOOOOl 1 1 1 

11000011 



BIT 

There is a nnal logical operation BIT. II Is similar to the AND 
Instruction in almost every way. The only difference Is that the 
accumulator value remains unchanged and only the flags are 
changed 

The zero flag Is set to zero If the result is zero. The sign and 
overflow flags act differently In that these are sel with respect 
to the memory hvte rather than the result bit! 

You will of course have already noticed the programs. We 
have a lower case, upper case, inverse converter, using the 
logical operators. There Is also an Improved Joystick recognls- 
er - It runs in a VBI and moves the cursor around In reaction 
to Joystick movement. Notice how. even though it uses VBI's It 
Is much shorter than the Joysllck program from last time. 

Thai s (f. Keep in touch, there is not much more lejt to team! 



Gralin International 



Specially Imported 
Cartridges 

Millipede £ 14.95 

Necromancer £ 14.95 

Thunderfox £9.95 

Dark Chambers £9.95 

Final Legacy £9.95 

Gato £9.95 

Karatcka £ 14.95 

Donkey Kong Jnr £ 9.95 

Joust £11.95 

Jungle Hunt £11.95 

Other Cartridges 

Pole Position £5.95 

Galaxian £5 95 

XE Demo (FSIWoustVMa. 
PACMan/One On One) ...£ 12.50 

Blue Mm £5.95 

Baiilczonc £5.95 

Moon Patrol £5.95 

Archon £5.95 

Deluxe Invaders £6.99 

Fighi Night £5.95 

Other Products ... 

Ml DIM astcrll £29.99 

Replay Sound Sampler £34.95 

DigiDrumD, £5.99 

Datari RS232 Interface £29.99 

Timewise £330 

Visicalc h (last few) £7.99 

DOS XE + Manual £12.50 

Rubber Stamp £15.00 

Page Designer £15.00 

Typesetter £20.00 

Blazing Paddles £15.00 

Super Data Base 1-2-3 ....£40.00 

Guilar Wizard £ 14.95 

SIO Cable £4.99 

Joystick extension cable ....£ 2.99 



Atari ST Software 

Geography Tulor £12.50 

Mugshot! £7.99 

Xformer Interface ...£19.95 
Atari (bit emulator for Atari ST complete 
with cable for connection of 8b« disk drive 
Software now includes utility thai allows 
you to use 8- bit drive as an ST drive. 



MicroPrint Parallel 
Printer Interface ..£31.95 

5ft cable. Connects to serial bus. 
Compatible with all software 



Super Video Kit ....£7.95 
Hardwire upgrade for 800X1. thai 
imprma TV display Requires 
ii»cMaucmto8a)XL Kiperience with 
soldering ran required. 



Atari Technical Reference 
Notes £20.00 



Ordering Information 

P&P: UK-£1.50. ECC-£2J0 + 
10* value of goods. Min £5.00. 
World-£5.00+ 15%valueof order. 
Min £8.75. 

Cheques / POs / IMOs payable to 
Gralin International. 
Please send all orders lo: 
Gralin International. Dept. P63, 
11 Shillito Road, Parkstone, 
Poole, Dorset, BH12 2BN. 
Please allow 28 days for delivery. 
These prices are valid from 1 st 
December. 1992 and supersede all 
previously published prices. Prices 
may be chan 
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THE 



IPSTER 




Right I, feel m a yootl mood! Christmas is 
almost upon us fagain!) and the shops have 
their usual tacky displays of Christmas Trees 
and musical Elves! Wlial the hell is the world 
coming to ifuK> reduce the season of goodwill to an 
unabashed dtsplay of decadence! 
I've come down oJJ of my soap box and will now 
start preaching (in no uncertain terms) the message of 
good Tipstering or how to get the best from the games 
you've got. 

Lots of big wis this time, no tiddlers! 



Krom near these offices romes the solution to the 
new P.D. adventure Fusebox courtesy of J. Hough 
or Newcastle In Staffs. As alwavs it is sdrawkcab so 
(hat BLOW FUSE = WOLD ESUK. 

TRATS Nl YAWLLAH. TSAE. NEPO ETANIBAC. 
TEG YEK. TSEW.TSEW. TEC. YKETTAB. HTUOS. 
TSAE. EVOM AFOS. TEG THGIKHSALF. TRESN1 
YKETTAB. UTUOS. KCOLNU TESOLC. TEG ESUF. 
TSEW. OG SRIATS. EVOM KNUJ. ffTRON. NEPO 
XOBREWOP. TSO ESUFDAED. TRESNI ESUF. 

There you go that was worltl the watt wasn't it? 
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soma 




mapped by J. Hough 



THE SOLUTION TO 




Bill Halsall wrote a superb game called Indian Gold thai 
appeared in this very magazine as you all very well know. From 
the same man now romes the solution to all those letters that 
I've received begging for help. 
Right o' here it comes. 

Kill the black vulture with the bone. 

Kill the pink vulture with the gun. 

Get waier diviner to cross marsh and pick up water bottle. 



Jarr 
lake 



theja 



i ami leave II al I he edge 



Re- 



vhllst holding the Jam Ja 
liter the desert screen 



id pi 



iptb 



Rei 



scorpion with jam Jar. 
Take water bottle in the desert and leave it there to take 

drinks from (i.e. pick up and drop) when travelling 

through desert. 
Make peace with the Indians by taking beads to them, 
lick up the axe to open the cabin situated Just above the 

room which Initially contained the water diviner. 
Use the dynamite to remove the landslide. (Furl her land 

slides occur regularly so you may need to use the dyna- 
mite more than once.) 
Pick up the crate and position it under the key on the tree 

screen. 

Pick up the chair and put this above the crate. 

Take the while key and open the cabin situated alxive the 

screen with the gallows. 
Take the seeds to the garden with the bird on and drop 

them. 

The bird will fly over and give you the black key. 

Use the diviner to cross the marsh and then use the black 

key to open the door of the cabin situated beyond the 

marsh. 

Take the spade and move to the space under the noose. 

touching the fence. 
As soon as you touch the correct space the gold coins will 

appear! 

If you want to play again then press START. 

There are a lew red herrings as well as follows: 

Some rooms in the desert are random. Enter them and you 
could end up anywhere In the desert. 

The cabin situated above the screen which initially contains 
(he log cannot be opened. You can try the crowbar on it but If 
you do you will be shot! 

If you take the seeds to the flower screen and then plant them 
In the space in the border one will grow. It Is of no importance 
whatsoever! 

The solid wooden fence c an be removed using the dynamite 
but the path just leads into the desert so it Is a waste of time. 
Making contaci with the gallows. Invisible pools in the marsh 
or staying too long in the desert without a drink gets you 
killed' You can't swim either! 
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Type 728 Mission 1: 175 Mission 2 with 
402 bone 263 Mission 3 
Keep Orange arrow due north, hold but 
ton. pushing forwards 
Keys + = Turboboost - = Turboboost ofT 
(use temporarily!. 

Sighting an airc raft press kev • and S 
and REQUEST ID [Retnl 



ALLIED PILOTS ENEMY 



WHPPIE 
HAYMISH 
DWEEZ1L 
GOMEK 
GIZMO 
NAPLES 
GEOFF 
ZEPH 



PILOTS 

BOOMER 
SCUM 
BUZZ 
RATT1E 
WEASEL 
RHAMBOW 
ZIPPY 
KOMIE 



Your code names are INFILTRATOR [go 
Allies] and OVERLORD llnr Enemy) 
Watch out ror llaymlsh and Dweczil. 
they can turn Mcn-enary and try and 
shoot vou down for monev. 



Ill 



K]R( 



the 



sight I 



where) for a kill - and G (cannons) must 
be In your sight. 
R Hashing Combat with Chan + fire 
button 

H flashing Combat with Flares * lire 
button 

Now for the hard part 
LANDING: When you reach the drstlna 
tion. the orange arrow will spin wildly- 
Select whisper mode 
Hold firebutton 

Pull back slowing the rpm to 0 
Watch the artificial horizon, you must 
hold the red part slightly below centre 




Infiltrator 

Mapped by 
Dave v. 



C ■ Grenades 

K * Key 

A ■ Ammo 

UNi « Uniform 

PB ■ Pass Boom 

Ait • Alarm Control Boom 

L ■ lift 

SB ■ 7 Boom 

SP • Security Pass 



□loci rout) (ssi: | 
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ttlSSlON TWO 



you hadn't got enough lo do) to keep the hori/on straight. If all Is 
well the ADF with the orange arrow will turn black and Side B will 
lie requested 

GROUND MISSIONS: You have an Inventory with sleeping gas 
grenade. ID papers (If they are not In order put the guard lo sleep!). 
Gas grenades. Mine detector, camera etc. These are selected with 
the cursor keys. The mine detector Is activated by holding the 
firebutton In. protecting you for as long as it is held in. 
Explosives are to be planted (one per room) under a main control 
panel or laboratory desk (push up). After the last bomb Is set you 
have 20 seconds to evacuate the building. Use the camera (o 
photograph vital dor's, face paper and press fire (one pic per room] 
Exira grenades etc. can be obtained from cabinets, desks etc. 
Change uniforms by standing In front of a coal rack. An electronic 
key can tie found, should you wish to turn off the Intruder alarm 
(only once per mission) al the alarm control centre lagaln Push 
up). 



When you have completed your mission, rescued whoever, got the 
proofs, go bark lo the copter and fly home lUslug the same 
proced ur al as at the start). 



DODGY 
MR. DO* 



A slightly dodgy tip here trom John Ho ot Har 
lestoo for Mr DO This one gives several ditte 
rent eflects Keep pressing RESET, and any 
one ol these combinations may happen 



1 ) The enemies turn to ghosts and |ust go sideways 

2) You can go straight up to an apple, push up and the enemy goes 
straight through you, you can then shoot them 

3) Or you can go quickly lo level to level by shooting one extra lite 



All this is alright but sometimes il doesn I work' 
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LOVELY LYNX TIPS! 

(Now come on you Atari Classic owners, you have had a couple of dozen issues of cracking tuips and there are quite a 
few Classic oivwners who like to get an Atari fix when they are away from a 240v socket!) 



II you've got a LYNX then here are the tips you have been waiting 
tori Mark Fenwick ot Long Eaton has sent in 13 (unlucky lor somei) 
tips and tricks for this meanest and wickedest ol all handhelds! 1 

APB: On Highway 12 there's 2 pumps, park between them and 
they will pump twice as fast. Also for higher points obtain your quota 
first, then pick up money bags as they are now worth twice as much 1 
If you complete a level then accelerate into the car park and hold 
down option 1 and 2 and you will warp to day 99 

BILL AND TED'S EXCELLENT 
ADVENTURE: Try these passwords to get seven time 
periods DADS. JADE, JIJ8, 6AZ9 

BLUE LIGHTNING: Level codes are: 1-AAAA 
2- PLAN 3-ALFA 4-BELL 5-NINE 6 LOCK 7-HAND 8-FLEA 9-LIFE 

On level 4-BELL do not fire for 30 seconds, when you finish the 
stage you will receive a mega-bonus 1 

CHEQUERED FLAG: If you keep starting at the 
back of the pack, keep restarting and you II work your way to the 
front. 

CHIPS CHALLENGE: Level codes are ■ 10-VUMA 
20 KGFP 30-BQZP 40-YWFH 50-QBDH 60-ZYHI 70 GCCG 
80-EVUG 90-OLLM 100-QJXR 105-YNEG 1 10-XBAD 1 15-EGRW 
120-FLXP 125 MYRT 130-XHIZ 135-LYWO 140-SJUK 159-DIGW 

For some special levels why not try MAND. JHEN. COZA. and 
RGSK MAND is not a level but a fractal generator, just press the 
buttons for various effects 

GA TES OF ZENDECON: Try using level TRYX 
As soon as the level starts move diagonally down and right. You will 
crash through the bottom unharmed and fly along under the level. Be 
sure that you just squeeze through the gaps between the roof and 
the structures coming up from the bottom. When you reach the exit 
you will be transported to a bonus screen where you are given 
special weapons, then you have to do battle with digitized pictures of 
the programming team' On level 23 ZETA on the far nght is an eye. 
Shoot it twice. When its open and you'll reach the big, bad Zendecon 
Spider You can also try these level codes 1-BASE 2 ZYBX 3 NYXX 
4 ZYRB 5-SRYX 6- BARE 7-XRAY 8-RATT 9-NYET 10 RAZE 
11-TRYX 12-STYX 13-YARB 14-BREX 15 STAB 16 BOXX 17-TENT 
18 BROT 19-STOB 20-XTNT 21BOTZ 22 SNAX AND 23-ZETA. 
There are more levels that are accessible, the above is Just one 
combination Other levels include - ZEST, NEST. STAR. BYTE. 
BETA, ZETA, ZEBA, TRAX. SEBB. SSSS. ROXX, NERB. ZAXX. 
NEAR. EBYX. and ZORT 

RAMPAGE: Look out for the woman m the red dress, by 
carrying her around in true King Kong style there's a big bonus to be 
had. To select any level, when you reach the monster s 
screen press [PAUSE] and when the newspaper screen i 
press [OPT ION 1 1 

ROAD BLASTERS: On the first level drive along the 
edge of the road while holding down B As soon as you hit a tree 
you'll be presented with a "ghost in the machine' screen which 
shows a digi pic of one of the programmers Now press [OPTION1] 
to select level, 

MS P ACM AN: For infinite lives press in sequence 
PAUSE, OPTION1 . B. B, A, A, OPTION1 To speed up the game 
press OPTION1 , A. OPTION1 . UNPAUSE. 

STUN RUNNER: On level 12 (the Coathanger). as 
soon as you enter the lirst tunnel go right and collect the boost pad 
Now quickly go to the top of the tunnel and you'll go through a hole 
and be warped to level 18. 



ROBOSQUASH: It you've been splattered and can't 
see anything, the shadows on the wall will show where the ball is. 

PACLAND: For 10 lives enter your name on the Hi-score 
table as 3ZONE. On level 1-2 push a log backwards and you'll be 
transported to level 9 and given 80,000 points. 

VIKING CHILD: The level codes are - 1 OMEGAMAN 
2 - PATRICIA 3 ■ REDDWARF 4 - DEWSBURY 

WARBIRDS: As soon as you die press PAUSE and then 
B to enter the enemy plane- 
One from my own archives is for CRYSTAL MINES 2 
Type in code 0O00 tor a treasure trove of goodies, powerups and a 
huge end-of-level bonus 



A little note with only a few words on it but they call for help for 
Jason Kendall who has been playing/living ULTIMA III and has 
made good progress However he is unable to pass the SILVER 
SNAKE or to increase any characters MAGIC LEVEL during the 
game, despite having a level 8* character 

From across the channel comes the answer to Louise Wood's plea 
tor help with the last stage ot GHOSTBUSTERS What she 
should do to get through the marshmallow mans legs is that she 
should position the figure in the direction of the middle of the door 
(where the two parts touch each other) and then, when the mar- 
shmallow man is just stumping up and down at one side, she should 
begin to run up This should work says Wigeco of Walkenreid in The 
Netherlands. 

A. Tomo has provided the complete solution and map tor level one 
of UNIVERSAL HERO but. as everyone will know, this gameis 
bugged and A Tomo has volunteered to debug the game if some 
other 6502 programmer will help him. He has found the main loop 
but hasn't found the SLARTIBARDFAST input routine yet. My sug- 
gestion to A. Tomo is to contact Mastertronic and talk to them about 
getting the source code or get them to put you in contact with the 
original programmers but please write m if you want to help A, Tomo. 
Let's make this good game brilliant. 



That's about all for this 
issue but next issue I should 
have (subiect to the Editor 
finding the room) the solu- 
tion and maps for Snowball 
by Level 9 from Simon Car- 
ter of 1 1 X in Tonbridge 
(How's that Simon. Fat Frog 
and the Kid. good enough?) 

Don't stop sending in all of 
those great hints, maps and 
tips to yours truly, they are 
most utterly important. 

Bye, see you next time! 1 ! 1 

THE TIPSTER, 
P.O. BOX 54, 
STAFFORD, 
ENGLAND. 
ST16 1DR 



FREE CASSETTES! 



If your hint, tip or map Is used by 
The Tipster you can claim a FREE 
CASSETTE {from those currently 
liable from The Accessory 
Shop) but you won't get one It you 
don't send something to The Tips- 
ter - get tipping now! 

HOW TO CLAIM 

If you see your name In this column 
just drop us s line and say 'My 

name Is and I claim my free 

Tipster cassette' and simply tell us 
which cassette you would like (give 
an alternative just In esse) We will 
whip it oft to you poste haste (or 
straight away). If you prefer you can 
always give us a ring Instead on the 
usual number 
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CORISH'S COMPUTER 
GAMES GUIDE 

3rd Edition 

The Tipster makes a diversion 
into the world of the book cri- 
tic when he reviews the worlds 
largest hint book, but is it the 
one for Atari owners? 




fyou want lo know how to beat the infamous Bug Blatter 
Beast ofTraal. or want lo get rid of all of those nasty 
dudes in Final Fight then this Is your bible or if you Just 
it to show off to your friends then this is the book to have. 
I an A5 book comprising 800 pages (that's right count cm) 
i about 4 or 5 tips on each two page spread. The back cover 
es that the book contains in excess of 1.250 games and 
adventures and more than 12.000 hints, tips and pokes, 
t has ycl to be proved as I ain't going to count them. 



The book is writ te 
New Zealand (perh; 
Jokel Ed] who was I 
a lip or two and fron 
born. As an aside di< 
short lived, game Ha 
Long live Harvey Kor 

O.K. so who does If 
book hasn't got one i 



i by a computer store owner in Dunedin. 
ps this is the proverbjal long read?) (bad 
fed up of rifling through the magazines for 
n that chaos a legend Is beginning to be 
d you know that the tremendous, but 
lwkquest came from the very same town? 



[Tin! 
book I* 



rill ' W< 



. the 



lor starter 
poke. Whal it has 
e 64 type in pokes 



ntlllons of Commodo 
(what makes me think that Mr Cortsh wai 
of the 0647). Apart from that detraction the book Is more 
suitable for ST owners, although il also covers the - are you 
ready for this? Amiga. Amstrad CPC. Apple II. the fabulous 
ST. BBC. C16. C64. C128. Gameboy. Genesis. IBM/PC clone. 



aahhli' 



Sega Mega Drt 
It I. 



.11 ih. 
think 



Mac. MSX. Nintendo. PC Engine. Sega. 
1 the Spc 



not followed exactly to the letter (and with a touch of tele 
palhy!). 

A nice touch that makes the book more enjoyable Is the 
abllily to send any hints and tips that you might have into Ihe 
author for Inclusion In the 4th edition (I suppose?) so that you 
can have your name sprayed all over the book with the re- 
levant stuff. 

The book was published In April '92 but 1 assume that it was 
probably completed in January '92 at the latest so don't buy it 
expecting to see hints on playing Robocop 3 or Formula One 
Grand Prix as thev Just ain'l there. Possibly In that mythical 
lib edition? 

The appendices at the back of the book explain some of the 
more day to day aspects of entering cheat modes and cheats 
on all the various computers. The section referring to the ST 
tends to be very vague and skims over the subject of entering 
any of the listings with a "Basle package faster than a rat up a 
drain pipe. Also it refers lo a cartridge that allows the user to 
enter a series of Pokes and restart the game. As far as I know 
there Is no such cartridge and that the best 'Basle package" to 
use Is one of the HISofI Basic's that compile the program 
(essential). A nice touch right at the back of the book Is the 
inclusion of a readers questionnaire which they would like 
every reader to complete to improve Ihe next edition. Some of 
the questions Include Is the text lo small? or would you like 
maps and charts with the games?" (Yes. ves. and thrice yes. for 
God's sake YES!!!!!) 
One final thing before passing Judgement is that the front of 
the book features games such as Gunshlp 2000. Baby .Jo. 
Mlcroprosc Formula One Grand Prix and F 1 17a Stealth Fight- 
er. This Is one case in which a book should definitely not be 
judged by Its rover whirh Is obviously a false representation of 
what Is Inside and it shouldn't be bought on that pretence. 



TO! 



ip. If; 



idyi 



Iphabetlcal 
1 to It and Is very easy 
ly number of different 
ting words, descriptioi 



advent 

is laid out as a list or all the games In alphabetical o 
huge index at the back which acts more like a conte 
than an Index because they are 
The book has a nice friendly fee 
The format of the tips come In ai 
thai are either cheat mode actlv; 
how to complete sections, type In Hi 
adventures, either hints to difficult bits or complete and chatty 
solutions. You won't find any maps so don't buy it if that is all 
you are after. Just read the Tipster s column every Issue and 
that should give you all you'll ever need. (If not then write In 
and tell me what you are missing!! One thing 1 will say Is that 
the adventure solutions are described in such a chatty manner 
that they tend to hide or mask some Important Instructions If 



r/and < 



I. Ml <lol 



ike computer games and own an ST and 
horrible tacky console things then this 
le for you. with the console tips being 
villi the Ions of C64 tips. If you own an ST 
any H-blt computers then this mighl be of 
expect it to have everything that you want 
in It. If you own one of the Atari Classics then the only things 
that might Interest you might be some of the adventure solu- 
tions, but nearly £15 Tor a few solutions and the thickest collcc 
mat In history Is a bit steep. 



ISBN: 
Price: 



Corish's Computer Games Guide 3rd Edition 
Publisher: Kuma Computers Ltd. 1 
Berkshire. England. Tel. (0734) 844335 
0-7457-0150 7 
£14.95 
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XL/XE PROGRAMMING 



F 




DATA CREATOR 



This Issue we have Font And Display Data Creator, 
which should be used in conjunction with data flies 
produced by my last program, the Kont And Display 
Editor. What Listing 2 does, is not only convert data files Into 
DATA statements, but II also produces cither a font, or a 
display subroutine that when called prepares the display, 
leaving you to tum It on with a POKE 559. 34 or. If you wish to 
use Player Missile Graphics. POKE 559. 62. As usual, make 
sure you save all listings before running them. 
Ustings 3 and 4 are examples of subroutines produced. 
Listing 3 redefines characters zero to nine, whilst Listing 4 is 
the background display to a shoot-em up game, predominately 
written in BASIC, that is presented In a later listing. If you 
were put off by all the data in Listing 1 . type in Listing 4 and 
see just what can be created. 

THE DATA CREATOR 

When run you will be asked If you are using disk or cassette, 
then by pressing < or >. you can choose between them. Next 
you have to choose between font and display data and if using 
a disk drive a file name will be requested. As In the editor 
program, this should not Include a drive Identifier (e.g. 
CHAR1.FNT) Next enter the drive number between 1 and 4 
(IRETUKNI will choose Dl:). 

If DISPLAY was selected, you are then asked how wide your 
display Is. This will be the number of horizontal screens set. 
but if a NORMAL or vertical scrolling display [not vertical and 
horizontal) was used, then this value should equal one. As we 
are on the subject of displays, now is an appropriate time to 
point out that the data creator can only handle displays up to 
a maximum size of 4800 bytes. As one display lakes 800 bytes, 
then this maximum Is equal to six screens. Using a display 
larger than the limit will cause a MEMORY FULL error. 
Although six screens Is the maximum size, this does not mean 
lhat you can t use a display with a width larger than this. For 
example. If using the formula. S1ZE= LINE* 1 x (WIDTH x 40). 
you used a display width of ten sc reens and saved down to line 
eleven, the total size would equal. 11+1 x 1 10x401=4800 bytes. 

If you chose font data, then you will be asked to choose 
between a SELECTED and a WHOLE font. A SELECTED font 
should be chosen if you wish to define a section of a font (e.g. 
01234567891 This has the advantage of creating a smaller 
sub-routine, whereas the WHOLE choice, creates a full 128 
character font, using about 80 lines. Listing 3 is an example of 
a SELECTED font, whereas Listing 4 uses the WHOLE fonl 
subroutine. 

After selecting the line number for your sub routine, you will 
be asked to prepare your disk/lape. then your data will be 



Steve Lakey brings you a 
data creator to use with 
the Editor in the last 
issue 



If you chose a SELECTED font, you will be shown a box 
containing all 128 characters. This is so you can tell the 
program what character designs lo grab from the fonl just 
loaded. As an example, to redefine characters A to Z, you 
would use the cursor keys to move the cursor over to character 
A. then you would press key 1 . which would highlight charac- 
ter A. You would then move to character Z and press key 2. 
then all characters between A and Z will be highlighted. To 
deselect any characters repeat the process. Once all characters 
you wish to redefine are highlighted, press (RETURNI. If you 
don't select any characters before pressing [RETURNI then 
ERROR 5 will be displayed during the creation process and 
you will have to begin again. 

After the sub-routine has been created, and If you arc using a 
disk drive, you will be asked for a file name, again without 
drive Identifier. Then your file will be LISTed to disk/tape. To 
load this flle you should use the ENTER command. After 
saving, you will be asked whether you wish to save another 
copy, and If so . another file name will be requested. 

When you answer no to any more copies, you will be warned 
lhat the sub-routine will be deleted with a press of the IRE- 
TURN key|. so If you change your mind about wanting another 
copy, press any other key. Once the program has been deleted, 
you will have the option lo begin again. 

Whenever you use both a font and a display sub routine In a 
listing, the font sub-routine should always be called first. 
Although you may use a font sub-routine by itself, a display 
sub routine should be set up as follows: - 

IL1NE No. I PAGE=152: SET=PAGE'256: BASE=756: REM Set 

Up Variables 
[LINE No. I GOSUB [DISPLAY SUB ROUT1NEI 
(LINE No. I POKE BASE. 224: POKE 559. 34: REM Set Old 

Fonl «r Show Display 
| LINE No. ] GOTO [THIS LINEI 

The llrst line, in the above example, is the important line. 1 
hope you can make use of Listing 2. 

In the next Issue I will present a program showing the develop 
merit qflJsting 4 into a full game. 
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Issue 59 New Alon User 





FONT AND DISPLAY 

DATA CREATOR 




PX 15 HEM » FONT/DISPLAY DATA CREATOR » 
EM 28 REM * By « 
TIC 25 REM « Stephen Lakiy ■ 

UU 30 REM » * 

HI 35 REM * LISTING 2 * 
UW 46 REM » m 




NUMS="" 

ES 388 MAX 82 :losue 142S:REM MAX . 2 DIGITS 
HG 385 IF UALCHUMSXN1 OR VALINUMS>>18 TM 
EN t " ";CHRSC2S31 :POSITION N6,Y:GOro 
2*5 

RU 316 POSITION X.Y:? HUMS;" •■ 






OR 45 REM » REM ATARI USER - DEC 1992 » 




8A 315 HI OF ~ UOI CNUMS I 
RC 126 GOTO 365 






MT SS DIM PATHS CJ3> , HUMS C5J . RMS C1661 , INFO 
SC7I , LINES C128J .CS 151 .MEDSC33) 




AU 338 IF 1MIIIIT Nt THEN 9 
BZ 33S POKE 752, HI 






DD 68 N6=6:N1=1:N2=N1»N1 

GA 6b GRAPHICS N8:P0KE / 1 B , Me PO«t 70S. 12 
UV 78 POKE S2.N8:REH LEFT MARGIN 




MB 346 f '133313/ selec ted Font 
TC 345 VERT-PEEK C841-N2 






ZK 75 POKE 752. HI: REM CURSOR OFF 
KT 88 POSITION N8.N8 




KD 3S6 GOSUB 1498 

KD 155 F0NT=V6R:REH l=MHOLE 1-SELECTEO 










JC 366 REM :i4al*4-I4ri>irj4''< 






TK 98 t ••( FONT/DISPLAY DATA CREATO 




DH 365 7 

376 ? '•Enter Line NuMber (3666-36666) : 






R I"; 

KB 185 ? HmiIB/11 i »|. use •<',•>■ Or 

IRETURN] « 
SF 118 UERT=PEEKC84>-N2 




4<<«<"; : X-PEEK C851 :Y=PEEKC84> : C MB 
TB 375 M6X=5:G0SUB 1425 

US 388 IF VAL(NUMS><3666 OR UAL CNUMS I > 366 
66 THEN ? " ";CHRSC2S31 POSITION H6.V 
:GOT0 176 

SX 365 POSITION X.Y:? HUMS;" •• 






OT 115 GOSUB 1498: REM CHOOSE OPTION 
LO 128 INOUT-VAR:REM -l=TAPE 1-DISK 




DD 398 LINE=VAL CHUMS) :LINE1=LINE 






RO 125 REM ■■•'•■■■'^'J If 
FO 118 POSITION MB.UFHUM? 

um us ? "naauyDispnw 




ZP 466 POKE 764.25S:NEDS="DiSk •• : IF INOUT 
<N1 THEN MED$="C*Siette » 

mu 465 7 :? "Prepare ";HEDS;"For lojd.n.) 
Data.":? "Then Any Key." 

US 418 D = N2»N2:IF PEEK 17641 =255 THEN 416 
ZI 41S AUK2=N6:IF niNJI JNJJ THEN 425 
AM 426 PATHS="C:":AUX2=128 

89 425 TRAP 1485: REM HANDLE I/O ERRORS 
FN 438 CHAN=N2:I0CB=ai2«CHAN»16:INF0S="12 
34567" 

BM 435 CLOSE etc HON : OPEN HCHOM , 4 , AUX2 , PATH 

S 






SL 148 VERT=PEEKC841-N2 
HO 145 GOSUB 14*8 

KK 158 MtlICH=VAR : REM -1 = F0NT 1=0ISPLAY 
NT 155 POSITION N8 . UERT»N2 : D0ITZN8 

HR 1*5 CLOSE HNl:OPEH UNI . 4 . HS. "K : •■ 
PI 178 IF IN0UTON1 THEN Z7S 
JZ 175 LN=N6:P0KE 764.255 








ME 188 T TlltHWII-l iHTIt:- 

IE 185 POKE 7SZ,N8:GET NN1.C0DE 

CZ 198 IF CODE=155 AND LN>N8" THEN 256 

CS 1*5 IF C0DE=1Z6 AND LN>NS THEN 285 

OK 288 GOTO 215 

IE 285 ? CHRSCCODEl; 

GG 216 PATHS=PATHSCNl.LENCPATHSl— Nil ' I M 1 

ENIPATHS>-I:GOT0 165 
IK 215 IF LENCPATHS) =33 THEN 235 
RE 226 IF CODE>=ASCC"0"> AND CODE<=ASCC"9 




MU 448 POKE I0C8*N2 , 7 : REM 'GET- COMMAND 

RD 445 IHItIMT CADR CINFOS) /-256> 

AO 458 IL0=ADRIINF0S>-IHI>256 

FZ 455 POKE IOCB+4. ILO:REM BUFFER 

RX 468 POKE I0CB«5.IHI 

IL 465 POKE I0CB*6.7:REM 7 BYTES 

FP 476 POKE I0CB*9.HS 

TL 475 CI0=USRCADRC"hhhSLVt7J"l , CHANM161 : RE 
M CALL CIO TO LOAD INFORMATION 






"> THEN 246 
AK 22S IF COD! > .ASCC-A") AND CODE <-ASC C"Z 

"I THEN 248 
DZ 236 IF CODE-OSC C"N"1 OR CODE=ASC <"_"» 

OR CODE-ASC C" . "J THEH 246 
RB 235 ? CHRS C25I1 ; : GOTO 185 




X8 488 BUFFER=3S728:BHI=INTCBUFFER/256! :6 

LO=BUFFER-BHI»256 
OG 485 LL0=ASCCINF0S(N1.N1)> : LHIr ASC CIHFO 

S(N2.N2>> 
BD 498 POKE I0CB+4 . BLO : REM BUFFER 
OD 495 POKE I0CB«5.BHI 
RN 566 POKE I0CB»8 . LLO : REM LENGTH 






ZW 248 ? CHRSCCODE) ;: PATHS CLEM CPATHSl «N1> 

=CHRS CCOOE) : I M 1 r N (PATHS) -3 
RM 245 GOTO 185 

AN 258 POSITION N8.UERTF4:? "Drive NuM.Br 
Cl-4> 

TK 255 GET BN1,C0DE:IF CDM'ill THEH CODE 

=4«is*rra 265 

IU 268 IF C0DE<4* OR C0DE>S2 THEN 255 
DX 265 ? CHRSCCODEl :VERTr V ERT»6 
SP 276 PATHSCN1.3>="01:":PATHSCN2,N2>=CHR 
SCC0DE1 

VS 2 75 IF DOITOMB THEN RETURN 
LV 288 IF WHICH: Ml THEN 318 
XT 28S REM I'llH J W.I — 
AZ 2S6 IF IN0UT-N1 THEN ? 

FO 2*5 7 "Hon Hid* Is Displiycai-18 Scree 




MI 585 POKE I0C6*9.LHI 

KG S16 CI0 = USRCADRC"hhhauB"J.CHAN«16»:RE 

M CALL CIO TO LOAD DATA 
5R 515 IF MHICM= Ml THEN 1S85:REM CREATE 

FONT SECTION 

BO 525 RESTORE 1728:7 CHRS C1Z5J | POKE 752, 
NS:POSITION N6,NS:? "Creating BASIC pr 
ogrBM. . . " : C=N1 : DLNE=LINE«256 

GJ 536 POSITION NO . 3 : ' LINE;" " ; : READ LIN 
ES:GOSUB *85:REM REPLACE •>• WITH ',' 

LH 535 IF LINESCN1,N11=">" THEN LINES = L IN 
ESCN2>:0H C GOSUB 645.676,668,716,6*8, 
775, 775,785. 795. 885, 76B:C=C»H1 

MM 548 ? LINES:? :? "CONT" : POSI T ION H0.N1 
:POKE 847,13:ST0P 






ns) : <«"; :X-PEEKC851 :V=PEEKC84> :c=N8: 




continued *" 
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FONT AND DISPLAY 

DATA CREATOR 



01 54S POKE 842.12:F0R 1=111 10 6:POSItlOM 

MO, HZ:? CHRS (156) : HEX! I 
GV 558 IF LINES="RETURN" THEM 578 
UI 555 GOSUB 138S:REH MEMORY FULL? 
MX 568 LXSNEsLXHEeSj : GOTO 538 

UF S78 MEMn (PEEK (89) «256?PEEK CSS) > *128 : 52 
=LHIM256*LL0 :H=MEH*24 : CS = "12Q" : POKE 752 



52-N1 STEP 88 



• miiim N8,3: 



Char 



Ml) 

;>■>» 

595 

L9 : 



618 
III 



LINESsSTRS (DLNE) : LINES CLEM (LINES) • 
" DATA " : L XME S CLEM CLIMES) * KII ( S 
I = 7»!ir SZ-N1-K79 THEN E=SZ-M1-I 
FOR L = I TO I»E:POKE M. PEEK (BUFFER* 
GO SUB 958: REM CONVERT TO ATA5CII 
IE Z=27 THEN IINESCLENCLINECXMI) 
(Z> 

LINES CLEN CLINES) FN1) =CHRS CY) 
NEKT L : LINES CLEN CLINES) »N1) =CS : POS 
ON NB.3:? ■ 



615 POSITION N8.3:? LINES:? :? "CONT" : 

POSITION NB.Hl:POKE B42.13:ST0P 

628 POKE S42.12:F0R C=M1 TO 6:P0SITI0N 

NO. 2:? CHRSC1S6) :NEKT C 
62S Dl »l Dl Nl >N2 : I.I1SUB 13SS:NEKT I 
63* ? "Finished!":? 
635 GOTO SIS 

645 0-Nl:FOR 1=3 TO 7 

6SS IF LINESCO, 0) <>"«" THEN 0 Q«N1:G01 
0 658 

655 CS=5TRS(ASC(INFO$(I,I>>> :LINESCQ.O 
♦LEM CCS) -Nl) = CS 
668 NEXT I : RE TURN 
66S REM 

678 MUM HIDl : GO Ml 17« 



680 NUM=LHI«256«LLO:MUK=NUM/ (MIDE«48) : 
GOTO 978 

685 REM UMMM1TH 

695 REM MiBMiHilTO 

788 NUM=LINE-25:G0T0 97B 

7S5 REM H*—)|'|J 

718 NUH=LINE»5:G0T0 978 

715 rem mnii rw 

728 IF KTSM THEN 738 
725 0=N1:RET=N1 

738 NM=NB:LINES="FONTSCLENCFONTS)»Nl>= 
": LINES CLEN CLINES) ♦N1)=CHR$CI4> 
735 FOR L=0 TO LEN CRMS) : IF RH$CL,L>OC 
HRSC34) THEN 768 

74* LINESCLENCLINES)*N1>=CHHSI34> :LINE 
S CLEN CLINES) »N1>=": FONTS CLEN (FONTS) FN1 
>=CMR$CI4>" 

745 m*Utir L> -LEN CRMS) THEN RET = NB 
758 POP 
755 RETURN 

768 LINESCLENCLIHES>«H1)-RHSCL.L> nb h 

m«l: IF NH>19 THEN LINES CLEN (LINES) »M1 

) =CHRS (34) :GOTO 745 

765 NEXT L : RE T =N8 : RETURN 

778 REM MBM 
I 775 NUM=LINE?28 : GOTO 978 

788 REM MM 

785 NUH=LINE ~ 10 : GOTO 978 

798 REM MMMi 
I 795 MUM I INE» 18 : GOI0 978 



885 NUH=LINE-2S : GOTO 978 
818 REM MMMM M— 
815 IF INOUKN1 THEN 825 

828 ? "Save "J : UERT-PEEK CB4) -B2 : DOITiN 

l:GOSUB 165:? : REM FILENAME 

S25 ? "Prepare ";MEDS;"For LISTing Pro 

gran.":? "Then [RETURN]." 

838 POKE 764,255:0 MZ^Mi 

835 IF PEEK(764)Ol2 THEN 635 

848 POKE 764.255 

S45 LIST PATHS. LINE1, DLNE 

SS8 ? "Another CopyCY/N)?" 

S55 GET OMl.KEYlIF KE Y <> ASC ("Y") AND K 

EYOASCC'N") THEN 855 

868 IF KEY=ASCC"Y") THEN ? CHRS(125):G 
0T0 815 

865 ? :? " HHjril.'IH : CREATED PROGRAM MILL 
BE DELETED. Press CRETURN) TO Delete O 
r Any Key." 

878 GET ONI, KEY: IF KLY0155 THEN ? CHR 
SC125) : 1,1)1 u 858 

875 GOSUB 9SS:REH DELETE HEM LINES 
888 ? :? "DO You Hish To Restart CY/N) . 

885 GET UNI, ANY : IF ANY <> ASC C"Y") AND A 
NYOASCC-N") THEN ? CHRS C253) ; : GOTO 83 
8 

89S IF ««V=«5C("V") THEN GOSUB 1IS5:RU 



21 985 GOSUB 1948 : MEM=MEM» PEEK (MEH*H2) 

NX 918 L=PEEK (HEM? Nl ) »2S6?PE EK (MEM) 

GJ 91S ? CHRS C125) : POSITION N8 , N8 : ? "Dele 

BT 928 POSITION NS . I : t L;:' :? "C0MT":P0S 
ITION NS.miPOKE 842.1I:ST0P 

FY 925 POKE 842 . 12 : POSITION MB , Nl : FOR I=M 
1 TO 4:? CHRSC1S6) ; :HEHT I 

OB 938 L=PEEKCMEH«M1)N2S6?PEEKIHEM) 

CN 935 IF LC3276S THEM 928 

HK 948 ? CHRSC1Z5) :RETURM 

PB 945 REM Mil I'l 4 1 BJMil :HC ■< .]■! 4» MtW * < 

GG 958 LOCATE 24, I. V 

BP 955 Z=S:IF Y>26 AND Y<32 OR Y>124 AND 
Y<128 OR Y715S AND Y<168 OR Y>252 THEN 
Z=Z7 
ZR 96S RETURN 



978 Q 111 : I OH Ml TO LEMCLINES) 
975 IF LIMESCO.Q) "W THEN CS^STRSCNUM 
) : LINES CO, 0*LEN CCS)-N1)=C$:P0P : RETURN 
988 0 0*M1:MEXI I : RE TURN 

998 FOR ISM TO LEN CLIMES) : IF LIHCSCI, 
11="!" THEN LINESCI, 1)="." 
995 NEXT I: RETURN 

1885 RESTORE 15B8:IF FONT (Ml THEM REST 
ORE 1675:G0T0 1228 

1818 GRAPHICS HSIPOKE 82,M8:POKE 718, N 
8:P0KE 752,M1:P0SITI0N MB , N8 : ? "' SELEC 
TED FONT'":? " 
ISIS ? "Use:CCURSOR KEYS) To Hove. 

ill To select/Deselect A 
Character. (2) To Join II) And 12 



1S2S ? " 

1825 ? " 



[RETURN] To continue.":? 



1 ••; :Y=PEEKC84> 

1S3S FOR L=Y TO Y»3: POSITION NB,l:' 
l":P0SITI0N 36, L:? "I ";:NEXT L 
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FONT AND DISPLAY 

DATA CREATOR 








NM 


1250 POKE 842 12'FOR I~H1 TO 6'P0SITI0 












H HO, 2:? CHRS C1561 : HEKT I 






PP UN mi m PI ik cam ipfi k it)?} »nn IVMH) • 




SG 








4 : M Ml M 






LIHE=LIHE?S:LIHES=">)":GOTO 1236 






■1 1045 FOR 1 MB TO 127 5TEP 32 




MD 








AO 1056 FOR X- I TO I431:P0KE HE M • X - I , X : HE 




TO 


1265 LIHE I,<ES i"" 1 "'" ,Mt " 127s 






MT M 




OL 


1276 11"^™!''"—^ 






F5 105S HtM Ml M> 411. Ml Ml I 




MZ 


l275 ITllDJlIT'I l-BB ' 1 - 1 ' 1 " 

HT HI THEH 1156 










LK 


I0 " Ne - M1 -' "Character: 






51 












ob loes k pi ik cmi : poke m,12s:for d=hi to 




MI 


128S POSITIOH HO 4 ? 'dLHE DDI 






S:HEHT DlPOKC H,K:FOR D = H1 TO 5 : NEXT D 




ZE 


1296 IF RHS 11 , I) =CHRS C2 7) AHD C<>27 IH 






EH 1676 IF PIIX/UI <■ THEM IOCS 












VO 1675 KIY PIIK C764) 




ZV 


1295 POSITIOH 1 1 .Ml : II C = 27 IHEH 7 CHR 






VU 1BBB IF KEY = 7 THEN M X * M 1 : M M*N 1 : IF M> 












31 THEH H=H+B:X=H6:Y=Y«M1:IF V>3 THEH 




us 


1300 ?°r"s " » » 






V=3:H=HM:X=31 






256*51 ■ H=PEEK CHE HI M8 «BUf F ER 






RP 1085 IF KEV=6 THEM K=K-M1 : M M M 1 : IF K< 




HF 


1365 POSITION 12 4 ■ FOR 






MO THEM K=M-8:X=31:V=Y-N1:IF V<HO THEM 




FE 


1310 1 FTXKIMIBTTC3 






Y=NO:H=MO:X=NO 




UI 


1315 NEXT BYTE:? PEEK CH*BYFE1 : * "CONT" 






»» IF KEV-14 THEM H=H-46 : Y=Y-M1 : IF V 




EU 


1320 POSITIOH HO 2 : POKE 842 13:STOP 






<H4 THEM T=— III II 146 




GV 


1325 POKE 042 , 12 : DLNE =DLME*M2 






ZP 1095 IF KEV=15 THEN H=H«40:V=Y*N1:IF V 




EO 


1338 FOR 0 = N1 TO 6:P0SITI0H H0.H2:? CH 






>3 THEN V=I:K=H-46 






RSC156);:HEXT Q 






1100 IF KEY031 THEM 1120 




OC 


1335 GOSUO 1385:REH MEMORY FULL? 






SP 1166 0=PEEKCK1:IF 0>127 THEN ■■ ■ 




CD 








OTO 1115 




UC 


1345 GOTO 815 






JO 1110 0=0*128 




FP 


1356 FOR 1 MB TO 1023 STEP 16 






HO 1115 POKE H.O:FS=H:XO=X:VO=V 




MB 


1355 POSITIOH HO, 4:? DLHE ; " DATA "; 






PX 112M IF KEV<>36 THEH HOO 




OF 


1368 FOR BYTE-BUFF ER + I TO BUFFFR*I*15 






BF 1125 FF=M:IF FF<FS THEH 1155 




OO 


1365 ? PEEKtBYTE) , .IF BYTE (BUFFER* I* 15 






HO 1136 F5=FS*M1 : KO=KO?Nl : IF N0>31 THEH F 






THEH ? . •; 






S=FS-»8:X0 = N6:Y0 = Y0?H1 




RR 


137S NEXT BYTE:' :? "CONT" 






K2 1135 0=PEEK CF51 : IF Q>127 THEN 0=0-128: 




OT 


137S GOTO 1320 






GOTO 1145 




ZB 








JZ 1140 0=0*128 




Yd 








OH 1145 POKE FS,0:IF FSOFF THEN 1130 




WL 


1190 " UH ^ M "' lb '* 2i,,,PtE ' t,14> 






SX 115* (.0 10 loss 




rc 


? F CHRSC125j"' T " E " BC,lm " 






CK 1155 FS=FS-N1:X0=X0-M1:IF XO<NO THEN F 




T J 


1406 RFMTri'|l«4Bli|'] IlT H0,,Y FULL ' ' 






5=FS-8 : XO=Il : vo. vo Hi 




PH 


1405 ? :? "Error Ho . "; PEEK C1951 ; ", Pres 






GU 1160 0=PEEKCFS1 : IF a>127 THEN 0=0-128: 












GOTO 1170 




GC 


1410 POKE 764 , 2S5 






KZ 1165 0=6*1X8 




RC 


1415 GET UNI, ANY. POP J" 0T0 65 






LV 1170 POKE F5.0:IF FSOFF THEN 1155 




UB 








TX 117S GOTO 1065 




VP 


1425 POKF 764 255 POKE 75 






ST 1180 IF KEV012 THEN 106S 




E5 


1436 GE F ttMl,COOE:IF CODE-126 THEM ON 






PS 1185 M MO : BMS V=S:X=4:C=NO 






C<H1 GOTO 1430 : C=C-H1 : ? CHRS CC0DE1 ; I GO 






ZD 1190 POSITION HO, 14:? "Constructing St 












ring:"; :? 127-CI" » 




RO 


1435*1" COO 






IU UN 0=159:IF PEEK IH1> 127 THEN LOCATE 






M 4 RETURR C KEY ' ™ E " 14 ' ,:RE 






X,V.0:O=O-128 




YA 


1446 IF C=MAX THEH 1430 






MT 1280 IF 0O1S9 THEM IF 0> 26 AHD 0<I2 O 




CM 


1445 IF r DDI < 4 B OR C0DE>57 THEH ? CHRS 






R 0>124 THEH RMS ILEN CRMS) ?11 = CHRS 1271 






17531;: GOTO 1436 






HX 1265 IF 00159 THEH RHS CLEH CRMS) » 1J =CH 




JI 


1458 ? CHRS CC0DE1 ;: C=C*H1 : GOTO 1430 






MM] 




UH 








IN 1210 H=H*H1:X=H»N1:IF X>35 THEH X=4:V= 




MM 


"Jj" K'l.l'H.iBRIl'BBill.tirB 
1466 FOR HUH-H8 TO C-H1:L0CATE KiMUM.Y 






Y4N1:H=H*8:IF V>11 THEN 1220 












VZ 1215 C=C*N1:G0T0 11*6 




MH 


1465 IF 0-32 AHD NUH-HO THEH HUH$="6": 






MV 1226 ? CHRS C1251 : POKE 752 , HO : POSI TIOH 






POP : GOTO 1400 






H8 , HO : ? "Creating BASIC progran. . . " : c= 




MJ 


1470 HUHS <HUH*H1 , NUH-FH1 1 =CHR$ C0> 






HI : 0LHE=LIHE*206 : RET =66 




II 








RU 122S REAO LIHE$:GOSU6 IB', DIM REPLACE 




LG 


I486 POKE 752 , HI : RE TURK 






! • Ml I H ■ , • 




XS 








OK 1230 POSITION HO, 3:? LIME;" •"; 




OU 


1490 UAR=-R1:P0KE 764,255 






EH 1235 IF LINE$IN1,N1>=">" AMD F0HT=M1 T 




AC 


1495 IF PEEKC764)=12 AHD PEEKC753)=3 T 






HEM LINES=LIHESCH21 : ON C GOSUB 718,616 






HEH 1495 






, ri6)lH If IW 




GB 


1566 POKE 764,255 






OO 1240 IF LIME»CH1.H1I=">" AND FONT <N1 T 




AO 


1565 KFY-pEEK C764I : PRESS=PEEK 1753 1 






HEN LIHES=LINESCN21 : OH C GOSUB •MlCSC 




VR 


1516 IF PRESS <> 3 THEH 1585 






♦ Ml 




XJ 


till IF KEY=12 FHEH LOCATE HO,UERT.O:P 






ZB 1245 ? LIMES:? :? "COMT" t POSITION NO.H 






OSITIOH HO.VERT:' CHRSC01 : RE IURH 






UPOKE 042. 13: STOP 




KU 


1576 IF KEVO54 AHD KEYOS5 THEH 1505 












continued • 
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FONT AND DISPLAY 

DATA CREATOR 



1525 
151* 
1515 
1540 
rt Ml. I 
1545 
1550 
1555 



LOCATE NO.VEBT,0:BEM ASCII IK O 
If KEY=S4 AND 07127 THEM 1505 
IF KEY=55 AMD 0<128 TMEM 1585 
KrNB:CMANCE=-12B:IF 0<128 TMEM CM 
. CHANGE 

LOCATE K ■ VEBT , Q 



UM t CH AM 



IF 0 = OSCC" 



URGE 



m 1SSO DATA PACE=152:GB.M0:P0KE B2-N8:P0 
KE 71B!NO:PO5.NO!N0:? "Beedino Mta Fo 
r : "; : TOP=PEEK COST »PEEK CB»>»256»17 

50 1505 DATA 7BEST0RE B 

MF 1550 DAT A FOB 1=1536 TO 1566: READ A : PO 

KC I!A:NEKT I 
HP 1S»5 DATA D0T.104!1»4!133!263!166'13I! 

265!16»!224!133!2«6 
DV 1500 DATA DAT . 104 ! 1 33 ! 204 ! 162 • 4 ! 177 ! 20 

S! 145! 203! 200! 200! 24? 
PI 1605 DATA D0T.230!Z04!230!206'282!200' 

242!»6 

VE 1610 DATA BM-U5B C1S36 ! PAGE 1 I REM COPY f 

OMT TO PAGEM256 
BM 1615 DATA > BE5T0RE B 

GM 1620 DATA DIM FOMT 5 C1361 : SE T =PA6E»256 : 

BASE=7S6 
ET 1625 DATA >FONTS=B 

LV 1630 DATA FOB CHAB-1 TO LEN CFONTS J : POS 

._7ta 

ML 1635 DATA 0 = ASC CFOMT * CCHAR I CMABJ 1 : IF O 
>26 AMD 0<32 00 0>124 THEM 7 CHRSC27); 

IF 1640 DATA ? CHRS COJ : MEH=SET *PEEK C TOP) M 
• ICSBVSC II OMT 5 CCMAB ! CHAR) ) 

LM 1645 DATA FOB OYTE -MO TO 7 

HC 1650 DATA READ DAT: POKE MEM+BYTE!DAT 

GG 1655 DATA ML X I BYTE 

HZ 1660 DATA MEMT CHAB : POKE BASE -PAGE 

GO 166S DATA BETUBM ' 

AM 1670 REM Hi l _M ' Hi l l — - 8 1 1— "-— ■ ■ 

LK 1675 DATA PACE — 152 ". 5ET =PAGE*2S6 : BASE=7 
56 

RV 1600 DATA > RESTORE It 

UM 1605 DATA GO . MO : POKE 752 ! 1 : POS . MO ! HO : ? 

"Construe ti no Font:":POKE 710IH0 
ZO 16»0 DATA FOR BVTE=NO TO 1023 STEP 4:R 
EM IK FONT 

FM 16»5 DATA BEAD DO ! 01 ! 02 • 03 : POS . 10 • O : ? 

1024-BYTEJ" 
OP 17BB DATA POKE SETtBYTE ! DO : POKE SET»BY 

TE*1!D1:P0KE SET*BYTE*2!D2:P0KE 5ET*BY 

TE»I!D3 

MH 1705 DATA MEKT BYTE : POKE BASE ! PAGE 
EU 1710 DATA BETUBM 

rimiimmmtw:. 



1715 OEM 

1720 DATA DIM DATS CB41 ! LIMES 1841 ! P 141 ! 
CSC2) IHOWS C801 

1725 DATA >PCO)=B :PC1)=B :PC2)=B 

PI!) II IPC41-B 

1730 DATA >LENCTH=40«B 

1735 DATA >ROMS B 

1740 DATA 5IZE=R0MS«LENGTH 

1745 DATA OLO«K-HO:IF R0HS<23 THEM BLA 

HK-C8OC23-R0MS1I 

1750 DATA DLIST=CPAGE-1>»2S6IDLMI=IMTC 

DLIST/2561 :DLL0=DLI5T-DLMI»256 

17S5 DATA GR.HO:POKE 02!M0:P0KE 710'MO 

iPOS.HO'HO:? "Constructing Display Lis 



t . . . " 

DJ 1760 DATA OREA=SET SIZE 256 : DISP=ARE A : 
ARH1 1MTCABEA/ 2561 lABLO^ABEA ARHI M256 

AM 1770 DA I A POKE DL 1ST • 1 1 2 : POKE DLI5T»1! 
112:POKE D L I S T ♦ 2 ' 112 : D-BOMS : IF D>20 TH 
EN 0=20 

TU 1775 DATA FOB COUNT=3 TO 3*BLAMK : POKE 
DLIST*COUMT'M0:MEHT COUMT I REM RESERVE 
LIMES 

BH 1786 DATA FOB TINES=COUNT TO C0UNT«C3A 

D-l> STEP 3 
US 1785 DATA POKE DL 1ST ♦ TIMES ! 4 *64 : REM GR 

APHICS 12C4J+L0AD. MEMORY . 5CANC64) 
MM 17»0 DATA POKE DLIST*TIMES* 1 ! ARLO 
BU 17»5 DATA POKE DLI5T»TIME5»2 ■ ORMI 
FB 1800 DATA ARLO=ABLO* LENGTH : IF ABL0)2S5 

THEM ORLO=ARLO-256:ARHI = ARMI«l 
ML 1005 DATA NEKT TIMES 

MM 1010 DATA POKE DL 1ST ♦ TIMES ! 65 : POKE OLI 
ST»TIMES»1!DLL0:P0KE DLIST » T IHES«2 ! DLH 
I: REM END DISPLAY LIST 

SB 1815 DATA ? RESTORE B 

LG 1020 DATA POS. NO-NO:? "Cons true t i no NO 
chine Code Rout i ne ...": FOR 1:1 TO 80:R 

EAD DAT :MOVSCI>=CMRS COAT) : NEKT I 
DU 1825 DATA DAT . 104 ! 104 ! 133 ! 204 1 104 • 133 • 

203 -104 -133 '213 -104! 133! 212! 184 fill! IB 

?!104!133'108 
AM 1838 DATA OAT . 184 • 104 ! 133 • 2D7 ! 166 ! 6 ! 15 

2!72!177!2«3!16!6!S6!233!128!24!144!2! 

177'203!Z01!27 
RE 1035 DATA DAT . 144 ! 20 ! 201 ! 32 ! 1 76 I 12 ! 152 
• 72 !16»! 27! 32 '176 ! 242 1 104 -168 '24 -144 -4 
!281!125!176 
PF 1840 DATA DAT . 248 ! 177 ! 203 ! 32 ! 1 76 • 242 • 1 

O4!168!177!lB8!145!212!20B!l»8!207!2B8 

■282! »6 

KB 1845 DATA BEM ___MbT«— — i _M — i 
BT 1858 DATA 7 BESTOBE B 

ux 1855 DATA cSr'liD":? "Readino Display D 
at a: -" : NEM=PEEK CBSJ »2S6»PEEK C8S1 ♦ CPEEK 
C841M48) :Y=PEEKC84) 

XD 1866 DATA > BEAD DATS : IF LEN1DAT$><3 TH 
EN B 

VG 1865 DATA > IF DATSC1!21=CS AMD DAT S CLE 

NC0AT$)1>=C$ THEM L INES=DATS : GOTO B 
MU 1876 DATA >IF DATSC1!2J=CS THEM LIMES= 

DATS : GOTO B 
JY 1075 DATA > IF DAT S CLEN COAT S> 1) = CS THE 

N LINES CLEN CLINE$>*1> ="l": LINES CLEN CLI 

NE$)*1>=DAT$:G0T0 B 
LM 1080 DATA > LIMES CLEM CLINES1 ♦ 11 = ••!": LIN 

ES«LENCLINES»»1)=0ATS:60T0 B 
UA 1005 DATA L INES=LINES C3> : L INES =LIMES C 1 

•LENCLINESI-2] 
VM 1B»0 DATA POS.NB!V 

OK 18SS DATA H=U5R C ADR CHOVS) • ADR CLINE S) ! A 
REA ! MEM! LEN CL INES1 J : REM STORE DATA 

ER 1»00 DATA AREA=AREA»LEN CL INES) : POS . NO • 
Y : ? CHRS C156) : CHRS CIS61 ; CMRS C156J 

MM 1S05 DATA >IF ARE A <> DISP»5IZE THEN GOT 
O M 

YO 1010 DATA POKE 559 ! NO : REM DISPLAY OFF 
HH 1)15 DATA POKE 566 ! OLLO : POKE S61IDLHI: 

■EM SET DISPLAY LIST 
ZT I»28 DATA FOR C=NO TO 4 : POKE 700»C'PIC 

I ! NEXT C : REM SET COLOURS 
SD 1S2S DATA POKE BASE ! PAGE 
FE 1SIB DATA RETUBN 
BH 1S3S BEM 
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FONT AND DISPLAY 

DATA CREATOR 



lu iee rem 

PI 118 REM » 

EG US REM « 

IP 128 REM N 

GN 125 REM M 

IR 13a REM * 

5V 135 REM » MEM ATARI 

MC 14U REM *MMM» 

RT 206 G05UB 3889: RE 

TP 258 GRAPHICS 8 : PO 

5F 268 LIST 

OF 278 END 

LS HI) REM OBBI 



FONT DEMO 
By Stephen Lakey 



LISTING I 



DEC I ' ', 



ST 3888 PAGET152: GRAPHICS 8 : POKE 8Z,8:P0K 
E 718.8:P0SITION 8,8:? "Reading Data F 
or :"; : TOP-PEEK C8BJ * PEEK 1891*2564 17 

JG 3885 RESTORE 3818 

EL 3818 FOR 1=1536 TO 1566:READ A : POKE I. 
A: NEXT I 

YK 3815 DATA 184,184. 133,283.168.133,285, 

169.224,133,206 
VA 3828 DATA 184.133.284.162,4,177.285.14 

5.283.288,288.249 
LH 3825 DATA 238,284.238,286.282,288.242, 

96 

DO 3838 RN=USRtlS36,PAGE> : REM COPY FONT T 

O PAGE*256 
KD 3835 RESTORE 3288 



CR 3848 DIM FONTS 11361 : SE T = PAGE«256 : BA5E = 

756 

UR 3845 FONTS CLENIFONTSl «1> ="8123456789" 

TM 3858 FOR CHAR 1 TO LEN CFONTS1 : POSI TION 
17,8 

KY 385S 0=ASC CFONTS CCHAR . CHAR) > : IF 0>26 A 
ND 0<I2 OR 0>124 THEN ? CHRSC27); 

RC 3868 t CHRStQ) : MEM~ SE T ( PEE K C TOP > «S : C A 
5C CFONTS CCHAR , CHAR) > 

XU 3865 FOR BYTE-8 TO 7 

KO 3878 READ DAT: POKE HEN4BYTE.DAT 

TN 3875 NEXT BYTE 

AX 3888 NEXT CHAR : POKE BASE, PAGE 

BT 3885 RETURN 

NF 3288 DATA 124,198,238,214,286,198.124, 
8 

ON 3282 DATA 24,56,126,24.24.24.254,8 

TB 3284 DATA 254,6,6,254,192,192.254.8 

SV 3286 DATA 254,6,6.254,6,6,254,6 

GT 1268 DATA 192,192,192,264,264,254.12,6 

00 3216 DATA 254,192,192,254,6,6.254.8 

LC 3212 DATA 254 . 192 . 192 . 254 . 198 , 19S . 254 , 
8 

JP 3214 DATA 254,12,12,24,24,48,48.8 

JN 3216 DATA 124,198,198,124,198,196.124, 
6 

AO 3218 DATA 254.198.198.254,6.6.254,8 



Listing 3 ■ redefining characters 



FONT AND DISPLAY 

DATA CREATOR 



188 REM «* 

118 REM * 

115 REM - 

126 REM *» 

125 REM » 

138 REM « 



LISTING 4 « 
ARI USER - DEC 1997 « 



286 GOSUB 28666: REM bet Up Font 
I 218 GOSUB 25888:REM Set UP Display 
I 228 POKE 559.34:REM Display On 

256 GOTO 256 
I 24999 REM Ji:r.ll'M,f.1:i J1.94.T3WX3 

25888 DIM DATS C84) , LINES 1841 , P C4I . CS C2 

> .HOVSCBSl 

25685 P(<I>=224:PC1>=226:PC2)=229:PCJ> = 

238:PC4>=8 

25818 I FNf.TM 4H-1 

25815 HUH', 78 

25626 SIZE=ROUS«LENGTH 

26625 BLANK -MB : IF ROMS<23 THEN BLANK- C 

6«*C23-R0M5) ) 

286X6 6LIST = CPAGE-1)«256: DLHI^INT CDLIS 
1/256) : DLL0=DLIST-DLHI«256 
25635 GRAPHICS N6:P0KE 82,NS:P0KE 718. 
N6:P0SITI0N NS.N6:? "Constructing Disp 
lay List. . ." 

25846 ARLA-SE T-SI7F- 256: DISP- AREA : AHH1 

=INTIAREA/2S6) : ARLO=AREA-ARHI«256 

25845 REM ld:l*llJ.5«!16Va»6>4*il 

2S6S6 P8KE DLIST . 1 12 : POKE DLIST41.112: 

POKE DLIST»2.U2:D=ROWS:IF D>26 THEN D 

=26 

25855 FOR COUNTrl TO I46LANK:P0KE DLIS 
T4 C 0UNT.N8:NEXT COUNT:REH RESERVE LINE 

S 

25866 FOR TIHES^COUNT TO COUNT* (3*0-1) 
STEP 3 

25865 POKE DLIST t TIMES ,4464 :REM GRAPHI 

CS 12 C4)4L0AD. MEMORY. SCAN C64) 

25676 POKE DLIST4TXHES41 , ARLO 

25875 POKE DLIST4TIHES42 , ARHI 

25886 ARL0=ARL04LENGTH : IF ARL0725S THE 

N ARL0=0RL0-2S6:ARHI=ARHI41 

25665 NEXT TIMES 

25696 POKE DLIST4 TINES , 65 i P6KE DLIST4T 



Listing 4 - the start of a game 



IHES41 , DLLO : POKE DL IST«TIHES42 , DLHI : RE 
H END DISPLAY LIST 
25895 RESTORE 25166 



SH 25116 DATA 164,164,133.287.166.8,152,7 

2, 177, 283. 16.6,56, 233, 126, 24, 144,2, 177 

, 263. 261 , 27 
FF 25115 DATA 144.26,281,32,176,12,152,72 

.169,27,32.176,242,184,168,24,144.4.28 

1.125,176 

BT 25128 DATA 248.177.283.32.176,242.164. 
168.177.188.145.212,268.198,287.268.26 

2.96 

NK 25138 RESTORE 25258 

LV 25135 I I •■:■!(■■ ■ "Reading Display Data: 
-•■ i m n PF f K C89)4>2564PEEK C66) 4 CPEEK 184) 
•48) :V=PEEKC84> 

OL 25148 READ DATS: IF LENCDATSXJ THEN 25 

KK 25145 IF DOTS(l,2)=CS AND DATSILENCDAT 
S)-1)=C$ THEN LINES=DATS :G0T0 25165 

CK 25156 IF DATS CI. 2) =C* THEN LINES=0AT $ : 
GOTO 25148 

OD 25155 IF DATSCLENCDATS)-1)=C$ THEN LIN 

E$ILENfLINE$)41):",":LINES(LENILINES>4 

l>-DOTS:GOTO 25165 
YE 25166 LINESCLEN<LINES)41>=",»:LIHESCLE 

Nil INI S> •!) -DATS : GOTO 2S146 
ES 25165 lINESzLINESCI) : LINES^LIHES CI , LEN 

(LINES) 21 
PM 25176 POSITION N6.V 

6N 2S17S X^USRIADRIHOVS) , ADR CLINES) .AREA, 
MEM, LEN CLINES) > :REM STORE DOIO 

JD 25186 ARE A= ARE A 4 L E N C L I HE S I :POSITION N6 
,Y|9 CHRSC156) ;CHRSC156) ;CHRSC156) 

KS 25185 IF AREAODISP4SIZE THEN GOTO 251 

PL 25198 POKE 559,NS:REH DISPLAY OFF 
ED 25195 POKE 566 . DLLO : POKE 561.DLHI:REM 
SET DISPLAY LIST 

continued • 
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Listing 4 continued 



25200 I OR CrNO TO 4 : POKE 70B*C . P CC1 : NL 
XT C : REM SET COLOURS 
25ZOS POKE BASE. PAGE 
25210 RETURN 

Z5250 DATA J< • « 

« « < « 

4 ED 

25252 DATA DD < < 
< 

252S4 DATA Efl 4 < 



25256 DATA 



KF 



25258 DATA 



5260 DATA ED 'TTTTT* < < 

-l/V A...... J iL 

t***bdf « ED 

5262 data EBHH4 pqt u^pg »>lpqt-4- »T-H n-r 
i-r«~i-ryhup<itpqq t ►►►>►>►►►»»►►►► >IUJIIU 
mUI!LCDf) ► [ 1 l 

TJ 25264 DATA ED ■ 7 • ■ ' . "EM/ . »♦ , . 7LM+/F7 — 
:;<.♦♦./.♦'.'•" . .LM-: : <, «,LM OX \ 

F->?*/»r.-«-: ; <-/-EB 

JU 25266 DATA ED: 1 OEF>?0: ; <«»*ORYZ I H IUT 

»»• • : ; <«=>?e*»>?BADCD- =>?eEF»N0000000 

opt: ; ONtT'll i <'ED 
FE 25260 DATA EOCSGHI JKSn, -ABCDtM C «*:;<- . 

=>?0*««BCD=>?«£ • : ; <«m-"»SCHIJK'Sll" = >'o 

:;<••••' 
KO Z7T« REM I 
VE 20000 PAGE=1S2:5ET=PAGE«2S6:0ASE=756 
MK 28005 RE 5 T ORE 2S200 

FD 28810 GRAPHICS NO: POKE 752 . 1 : P05I T ION 
NO, NO:' "Construe. tir>9 Font:":POKF 710. 
M 

PF 28015 FOR BYTFKB TO 102} STEP 4 : REM 1 
K FONT 

01 20020 READ DO , Dl . 02 . D3 : P0S1 TION 10, O:? 

1024-OVTE;" 
HZ 20025 POKE SET»OYTE , DO : POKE SET*0VTE»1 

.D1:P0KE SET*0VTE»2,D2:P0KE SET*DYTE*3 

.03 

MK 20030 NEXT BYTE : POKE DOSE. PAGE 
EZ 2MB RETURN 

MF 20200 DATA 0.0,0,0.0,0,0,0.170,130,170 

.226, 168. 154, 160, 1X0 
TP 28202 DATA 170,130.170,34,175,106,106, 

165. 166 . 202 , 168, 163 , 42 . 186 , 169, 226 
HP 28284 DATA 170,162.178.107,170,162,106 

,170.178,232.170.170,174,170.160,234 
SX 20206 DATA 160 , 234 . 170 , 170 , 1 38 . 16». 170 

,214,170. 106. 170.168, 170, 234, 166, 170 
HV 2O2O0 DATA 170,162,170,171,170,42,170, 

166. 178,234, 170, 154 , 170 . 170 , 169 , 1«2 
00 20210 DATA 170.106.170,171,106,170,169 

,170. 170, 100, 170, 130.170. 106. 169. 170 
TU 20212 DATA 170.170.154,170,160.170.110 

. 170, 170,170. 234, 170. 170.166, 170, 170 
UO 20214 DATA 170,170,170,174,170,170.106 

.170.214. 170.170.170, 166 . 170 . 170 . 1 70 
CO 28216 DAT* 0,0.0.252.204.136.136.04,0. 

0,0,40.240,32.32,84 
IF 20210 DATA 0,0.0.252,12.160,120.04,0,0 

.0,252.12.160.0.04 
KL 2022O DATA 0,0,0,192,192.136,168,4,8,8 

.8.252.192,168,8,84 
XH 28222 DATA 0,0,0.252.192,160.136.04,0, 

0.0,252,12,32,32,64 
GN 20224 DATA 0.0,0.252,204.168.136.84.0. 

O.O, 252. 204, 168, 8. 84 
LE 26226 DATA 169, 166, 172 , 173, 185, IBS, 229 

,228. IB, 8, 0,0, 0,64, 84. 69 
RT 28228 DATA 170,170,42.42.10,10,10,82,1 

60,152,42, 178,234,170,46,170 
PX 2823B DATA 213.209.169,170.170,170.104 

. 174, 05, 69. 81. 25. 178, 1 70. 1 70. 170 
CX 28232 DATA 62,84,68,102.170,170.170,17 

0.172,174,105.105.105.228,228.224 
OH 20234 DATA 0 . 64 . 64 , 00 , 20 . 2 1 . 05 . BS . 8 , O , 

•.•,0.64,84,21 
Yf> 28236 DATA 170.42,42,26.10.10.10.82.17 

8.170. 170, 170. 170.170. 120,* 
FK 20238 DATA 170,170,170.170.170.170.42, 

2. 171. 4 7. 190, 105. 165. 170, 226.169 



UH 28240 DATA 14S . 01 , 69, 21 , 20, 169 , 186 , 16 

.81,81.69,69.53,161, 138. 171 
CM 28242 DATA 17.17,17,16.36,168,186.168 

82.60,04.60.101,41 , 186, 171 
PC 28244 DATA 176.168,168,184,185,229,22 



,63,42. 21 . 8. 255, 



255, 



170, 160, 160, 168, 16 
28250 DATA 63 . 255 , 25S , 255 , 255 , 255 . 255 . 
255, 255. 255. 255 . 255 , 255 . 255 , 255 . 255 
20252 DATA 170.42,42,42,202,202,202,19 
4. 252, 255, 255, 255. 255. 2S5, 255, 255 
2B254 DATA 170.42,170,174.170.120.63.6 
3.107.170,106,170.169,0.255.0 
28256 DATA 170,158,170,233.170,2,252,2 
52. 252. 252. 252. 2S2. 241. 241. 193, 192 
20250 DATA 05.05,05.05,05,05.05.0,63.6 
3,63.63,79,79.79,3 

28268 DATA 170.170,170.170.0,255.255,2 
55. 25S.2SS, 255. 255. 255.255,255. 255 
20262 DATA 170,170,170,170,0,255,255,2 
52, 170, 170, 170. 170.0,255,255, O 
20264 DATA 170.170.170.170,120,143,63, 
63. 170. 170. 170, 170. 2. 240,252. 252 



28268 DATA 255,85,255,63,42,162,81.01, 

248.175,90,745,175,90.245.175 

20270 DATA 0 . 0 . 240 . 1 7S . 90 . 245 . 1 75 . 9C . O 

.0.0.0.192.176,100,219 

20272 DATA 52.52,52,52.52,54,110,110,2 
55.255,05,170.207.207. 170.85 
28274 DATA 125 . 12S , 125 , 126 . 1 2 7 , 1 7 7 . 106 
.85.125,125.125.125,125.125,125.125 
20276 DATA 85,126.127,127.125.125,125. 
125, 85, 171. 207,207, 170.05, 255, 255 
28278 DATA 85,189.253,253,189.125,125, 
125.125,125.125,189,253,253,169,85 
20200 DATA 125 , 125 . 125 . 125 . 12S , 1 25 , 1 25 
,125, 255. 255. 2SS. 255, 255, 255. 255. 25S 
282S2 DATA 0 . 0 . 64 . 00 , 140 . OS . 90 . 160 . 0 . 0 
.0. 15. 40, 213, 170,0 

20204 DATA 3,60,192,0.0.85,178,8,0,0,0 

20206 DATA 0,8.1,68,192.8,0,0,0.0,0,0, 
0,05.170,0 

20200 DATA 96.108.99.96.96.96.96.96.96 
.96.96.96.96.101. 106. 96 

20290 DATA 0.0.192.63.0.0.0.0,0.0.0.0. 
192.63.0,0 

28292 DATA 8.0,0,0.0.0.255.0.0.0,0,0,3 
,252,0.0 

20294 DATA 0.0.3.252.0.0.0.0.6.54.198. 
6.6.6.6.6 

28296 DATA 6.6.6.6.6.86.166.6.0.0.0.25 
2,204,150,136.60 
20290 DATA 0,192,60.3,0,0, 
2,192.120,120,04 

20300 DATA 0,0,0.0,192.60,3,0,0,0,0,25 
2.192.160,120.04 

20302 DATA 0,0,0,0,0,0.0,192,0.0,0,252 
,204,160,0,04 

20304 DATA 0,0,192.40.60,04,170.5,0,0. 
0,252.40,32.32.04 

20306 DATA 61.63.128,170,170.170,170.1 
70.247,255,195.40,170.170,170,170 
20300 DATA 0.0.0.192.192,120,128.84.8, 
0,0,204.252,136,136.60 

28310 DATA 125,204.34.170.170.170.170. 
170.0.0,0.252.204.136.136.04 
20312 DATA 1.9,41,41,169,165,169.165,6 
4.66.02. 154. 90.06, 102. 85 
I 28314 DATA 0.0.0,252.204.160,160,60.0. 
0,0, 252, 192. 168, 8, 84 

28316 DATA 144,144.164,148,212,149,166 
,154, O.O, 4, 2D, 21. 165, 149. 149 
28318 DATA 6,0,0,204,204,136,160,16.0, 
0,255, 170, 05,0, 0,0 

20320 DATA 252,252,252.240.242,195,207 
,207,60,3,0,0,0,05,170,0 

20322 DATA 170,170,170.170,170,170.170 
. 1 70. 204, 204, 204. 204. 20 7.20 7, 20 7, 207 
I 20324 DATA 255.255,255,63.63,15.207.20 
7,0,126. 120,124,110,102,6,0 
28326 DATA 8.8.0.0.12.0.0.0,255.85,178 
.170,170,170.170.170 



,0.0,0,25 
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XL/XE REVIEW 

DESERT 
WARFARE 

Steven Wilds braves the dust 
of the North African desert 




On the tcnlh oiJunc 1940. Italy declared war on Bri- 
tain. Mussolini, eager to rash In on the "certain" Axis 
victory ordered his forces In Africa to march into Egypt 
and lay the foundations for a new Roman Empire. The Italian 
army were slow to acl on their leaders wishes and even though 
Ihey vastly outnumbered the British, they soon began to lose 
men. machines and territory. As the Italians suffered defeat 
afler defeat, the Germans, under General Erwin Kommel. in 
tervened. The British were suddenly exchanging blows with 
Nazi forces and Africa became a lestlng ground for the Allies. 
What for the Germans had started as an operation to help the 
Italians, changed inlo an offensive and then inlo a disaster 
that had to be avoided at all costs. For (he British, the "Deci- 
sion in the Desert" was the turning point. As Churchill said 
himself: "... before El Alamein we never won a bailie, after El 



Both Allied and Axis lo 
highly mobile warfare. 1 



a ii 



i In The Desert whei 



id plia- 



nt lal for last and 
d In the five game scena- 
iou will be commanding 
The combat system Is 
prose Command Series 
Some may prefer a series 
itains enough detail to 



The 



Is again or excellent quality and is essential for both copy 
protection and for giving you the historical information re- 
quired to enjoy the game to its fullest. 

1 had hoped nol to include a run down of each scenario (for 
fear or copying the Conflict in Vietnam review) but now feel 
that to do so would do the game a great injustice, so here they 



THE SCENARIOS 

SWI BARRANI: BRITISH BLITZ At dawn on December 
9th. 1940. British forces under General O'Connor surround 
and assault fortllled Italian positions set up after the half 
hearted advance into Egypt. The British chase Ihe Italians into 
Libya where they finally surrender at Beda Fomm. This scenar 
lo simulates Ihe opening British moves but one variant allows 
you to go all the way to Tobrukt Whv nol Irv commanding the 
Italian units? 

OPERATION CRUSADER Rommel has noi only stopped 
the entire collapse or the Italian army but has also breed the 
British back to the border. However Tobruk stays firm and 
Rommel is forced to hall his advance. Now on the defensive, 
his units strike out against mounting British forces but after a 



month long build up. the British launch a major atlack around 
the desert (lank. A month long battle follows and Ihe British 
prevail. Could you alter the course or history? 

GAZALA: ROMMEL'S FINEST HOUR Driven back by 
Operation Crusader Rommel doesn't wall lo launch a second 
offensive. The British are swept back lo just fifty miles west or 
Tobruk where both sides dig in. Rommel prepares for an 
offensive whilsl the British build a series ot elaborate defences. 
After three months Rommel slrikes. swinging south of (he 
British defrnces and smashing Into Ihe British rear. Caught 
between unbroken fortifications Rommel has to wal( undl the 
Italian infantry clear a path through the minefields. A very 
tough one. Could you do better (nan (he Bridsh High Com- 
mand and slop Rommel at the last minute? 

FIRST ALAMEIN: END OF THE BEGINNING R, mmel 
decides to strike deep Into Egypt Instead of building up his 
forces for an assault on Malta. The British lake advantage or 
Ihe Qadara depression and lx-gin in build up a series or 
defonces (ha( canno( be flanked. Rommel orders his men on 
relentlessly and they reach El Alamein shortly afler the relreal 
ing British. Not waiting for fresh units to arrive. Rommel 
throws his men Into a final assault on El Alamein. They fall 
and be spends a month fighting off British attacks. Finally 
mutual exhauslion causes a stale male. This was the last greal 
mobile desert battle. 

ALAM EL HALF A: BEGINNING OF THE END Both 
sides wait for reinforcements but German supply lines are 
under constant attack. Rommel Is In a logistical war he can't 
win and slrikes before It is loo late. Rommel's men drive deep 
Into the Brilish left flank but come across a lateral line of 
defence based on (he Alain El Hato Ridge. The Brilish refuse to 
leave their defences and the Germans have to press home 
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well put together game from Microprose that will keep vou and 
your Atari going for weeks. Miss this and you'll have to kick 
yourself! 

DECISION IN THE DESERT is available from The 
Accessory Shop check the Accessory Shop section 
in this i 
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STAR FIRE & 
ZAND'S LABYRINTH 




Cassette-based users 
have been palienUy 
waiting for ■amcihtng 
new lo arrive ever since the 
budget game manufacturers 
dropped Atari In favour of 
more profitable ventures. Now 
Exeel have responded by port- 
ing several games from their 
disk mags (reviewed elsewhere 
In this Issue) onto tape. 
Star Eire is basically a slmpll 
lied version of the all-llmc- 
i lassie. Star Raiders. Needless 
to say your view is a scrolling 
slarsrapc which gives the Im 
pression you are boldly going 
lorth where no man (or 



Title STAR FIRE & ZAND'S 

LABYRINTH 
Supplier: Excel 
Price: £3 
Formqt Cassette 

Reviewed by Paul Rixon 



woman) has gone before. Allen 
tie lighters periodically try lo 
attack your ship but you can 
retaliate by lining them up in 
your sights and blasting them 
into space dust. Your laser 
has a tendency to overheat so 
you should try not to miss too 
often! Each lighter you destroy 
is worth a specific quantity of 
points depending on Its colour 
whilst a triad' mothcrshlp Is a 
particularly valuable target. 
The game is played over a 
series of Increasingly deman 
ding levels and each one has 
an associated minimum score 
that will penult you to enter 
the next. The catch Is that you 
have to achieve this goal be- 
fore (he fuel expires. 
Just in case you tire of zap 
ping aliens, there's another 
game on the reverse side of 
the tape called Zand's Ulbvr 
inth. This one originates from 
Germany but Isn't difficult to 



understand as It's based on 
one or the very early game 
roncepts. On each level you're 
presented with a maze and 
your Joystick manoeuvres a 
snake whose aim is to gobble 
up various goodies positioned 
around the screen. As well as 
ensuring you obtain these be 
fore the bonus timer hits zero, 
you must try not to collide 
with your snake's tail. Whcnc 
ver the snake consumes an 
item It's tall becomes longer so 
it's more difficult to avoid. 
Eventually a gate opens at the 
base of the screen and you 
can slither through to the next 



level. The game has an option 
lor two players to lake turns 
and there's a choice of various 
skill settings. 
The graphics and musical 
effects In Zand's labyrinth arc 
extremely high quality and put 
to shame most commercial re- 
leases of the late 1980s. Star 
Fire doesn't rate lar behind 
Indeed, both are well con- 
structed, addictive and enjoy 
able games thai are worth 
adding lo any arcade collec 
tion. 

If you're a long-suffering cas 
settc user you simply can't 
afford to miss them. 



i3»nr<LJj TETRIS 3D & CHESS 




Unless you're ne 
computing world, 
familiar with Tetrls - the Ri 
slan-deslgned game that hi 
enjoyed great success on al 
popular micros. In the basi 



e vou have I 
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I thai win 
npletely solid 
■d which dis 



TETRIS 3 1) lakes Ibis Idea 



one step lurther Instead of 
viewing the blocks side on yc 
find yourself peering down 
wards Into 

The blocks materialise In front 
of you and fall away towards 
st be the distant base ol the hole. 
As before the aim Is to man- 
oeuvre the blocks in flight so 
that they drop into a neatly 
ordered position, leaving no 
gaps on each layer. If you 
don't succeed the pile soon 
stacks up towards you and 
leaves insufficient room for 
the next block lo fall, so the 
game must be aborted. 
Keyboard or joystick controls 



sonal prcleret 
use the lllghei 
available and 
vector based I 
shading effect 



lit l< 



I'll. 



•ms very similar to Ih 
'-Tetrls I've seen on Pi 
ichlnes. but I'm pleas 
that the Atari's graphf 



ate 



are superiti 
CHESS Is 

simulated , 
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apparent, and the lack of In 
struclions means that some 
experimental key pressing Is 
required lo discover what they 
are! Some examples are edit 
mode - enabling you to set the 
board however you like and 
automatic mode, which In 
stnicts the computer to play 
itself. You can Input moves VM 
joystick or keyboard cursor 
keys both methods Involve 
using a highlight cursor to 



point at the desired start 
finish position of the plei 
question. The board Is dl 
plaved (ran a birds eye | 
pcctlve and the pieces ar 



iilhci 
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normally 
playing f 



dd 



■d bv thd 



! people have to dis 
able the computer's proccs 
sing power In order to have 
any chance of winning! Tills 
one has eight levels and 
should therefore suit a 
reasonable range of abilities 
Due credit to Excel lor dlslri 
billing some more excellent 
software. 

It must be Christmas! 

Title: TETRIS 3D & CHESS 
Supplier Excel 
Price £3 
rmot: Cassette 
Reviewed by Paul Rixon 
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Have you ever won- 
dered whal happens 
lo games thai are 
supposedly due for release buC 
then withdrawn when the 
company concerned pulls out 
of the market or disappears 
altogether? The answer Is that 
they are usually left on the 
shelf, quite literally, and stay 
there indefinitely unless ari 
enterprising individual decides 
lo purchase the publishing 
rights. Take as an example 
THE LAST GUARDIAN, which 
Tynesoft commissioned just 
before they abandoned 8-btt 
machines and subsequently 
crashed into non existence! 
The exciting news is that 



title THE LAST 

GUARDIAN 

Supplier: Micro Discount 
Price £5.95/£4.95 
Format: Disk/cassette 
Reviewed by Paul Rixon 



Micro Discount have tracked 
down Ihe rights, reproduced 
I he artwork and finally 
brought The LaH Guardian 
into public circulation. 
The game is essentially a ver- 
tical scroller in a similar vein 
to 'ITiundcrfox and Mfrax 
Force. Your mission is to fly 
The [.asi Guardian space 
fighter over an alien warship 
and annihilate as many 
ground installations and 
enemy craft as you can. You 
must try to avoid contact with 
these nasties or they soon 
diminish your shield strength. 
You should also be wary of 
radar pylons as Ihcse can t be 
removed and arc deadly if you 
fly loo close. It s a lad frustral 
Ing as you only have two ships 
In reserve and are forced to 
restart at the beginning If you 

strafe the warship five times 
before a inothership arrives to 
transport you into the next 




quadrant At Ihe end of each 
run there's an aslerold belt to 
contend with and more waves 
of alien aggressors. Each time 
you zap one there's a good 
chance thai a bonus object 
will be left in its place. Double 
canons and turbo boosters are 
obviously worth having but 
electromagnets which attract 
aliens and Instant death antl- 
matlcr are preferably left 
alone! 

Tile Last Guardian is 
graphically stunning. Every- 
thing about the game from 
the Intro screen to the war- 
ship's fittings - has been de- 



signed with an eye for detail 
and a highly professional fin 
Ish. All appears (o be clear, 
colourful and detailed. It s a 
pity thai the first stage is so 
tricky that less persevering 
players may give up before 
they sample the treats In store 
on higher levels. Sound? Well, 
li s not bad at all and you'll 
even hear some digitised 
speech at the start of each 
session. 

This Is a brilliant game and 
li s marvellous news thai it's 
finally seen the lighl of day. II 
must surely be the highlight of 
1992! 




TAGALON 



Here's another brand 
new game from Micro 
Discount resulting 
from Ihelr recent acquisition 
of the rights to publish former 
Tynesoft programs. Uke The 
Last Guardian. TAGALON 
Tailed lo make II to the final 
production stage before Tyne- 
soft's demise. The game comes 
from Ivan Mackintosh who. 
you may recall, has been re- 
sponsible for excellent Red Rat 
titles such as Crumble's Cri- 
sis. As before there is musical 
accompaniment from Richard 
Munns. who certainly knows a 
thing or two about Pokey! 



Tagalon Is an arcade adven 
lure for one or two players, 
though it's especially suited lo 
the latter. The adventure Is sel 
In the village of Tagalon with 
its huts, trees, wells and other 
typical Ullage landmarks. 
Your Instructions arc lo oat- 
led some marbles (wonder 
who's lost them?) and ulti- 
mately find a room with a 
magic purple bed. which Is lo 
calcd somewhere In the 
depths of a hazardous castle. 
As you wander through Ihe 
village you'll meet lots of nasly 
characters who seem to be in- 
tent on sapping your energy. 



i the | 
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useful powers. Shields will 
briefly protect you from the 
baddies whilst a bomb makes 
certain they won't come back. 
Keys are required once you 
enter the castle, since locked 



nd ii. 



The 



ingle player game Is 
quite addictive but Ihe game 
comes alive in two player 
mode, when the screen splits 
Into two halves giving each 
participant an Individual view 
of Ihe proceedings. It then be 
comes a frantic race lo obtain 
the numerous spells and mar 
bles before the opposition docs 
likewise! The graphics could 
be clearer in places but they 
arc generally very good, parti 
rularly alter you arrive at Ihe 
castle. The continuous music 
bather like Jet Set Willy) may 



begin to get on your nerves 
after a while and a silent op 
lion might have been a good 
Idea. Not to worry - most 
monitors have a volume con- 
trol! 

There are not many 'I rue' two 
player games In existence but 
this one is Ihe real thing! 

and. above all. Is enjoyable lo 
play. At last Ihe software 
drought could Ik- ending and 
with sufficient interest from 
8-bit owners. Micro Discount 
are all set In release many 
more goodies like this. It s 
lime lo show your apprecia- 
tion. 



Title: 


TAGALON 


Supplier: 


Micro Discount 


Price: 


£5.95/£4.95 


Format: 


Disk/cassette 


Revie 


wed by Raul Rixon 
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X L/X E UTILITY 

NUMBER SORTING 



Ever sinn- 1 first bought an ATARI computer many aeons 
ago I have never seen a machine code number sort 
routine that can easily be used with BASIC, so I cre- 
ated my own. 

[1 allows full use of numerical arrays to store the numbers to 
be sorted. Other numerical or string arrays related to the sort 
array can fx- moved too. It takes about 3.5 seconds to sort BOO 
numbers upwards or downwards. The program was designed 
for use with ATARI BASIC and will run with any version. I have 
not used any other Basic, but it should work with BASIC XI. or 
XE although the program uses many page zero locations and 
other BASIC'S may use these memory locations themselves. 

The sorting is achieved by a technique called Shell Sort' 
where a constant D Is set to hair the total number. N. to be 
sorted. This divides the list into two parts and sorts the lop 
Item of the top hair with that at the top or the bottom hair. Tills 
continues down the list for N/2 times until the lop half has 
been sorted wllh the bottom hall. D Is divided In half and this 
divides the list into 4 halves and the same procedure as before 
applies. Tills continues until D=l and the list Is completely 
sorted. 

The Basic program or the shell sort Is shown In Program I 

USING IN YOUR OWN 
PROGRAMS 

The sort utility has been programmed to sit In your BASIC 
program without your having to keep track or where the 
machine code is looted. This Is done using a siring array to 
store the code and a simple technique to execute It using the 
USR runctlon. 

The string variable can be stored using the LIST command, 
and be incorporated into any BASIC program using the UST 
command 

The sort utility will be executed by ' 

A=USR(ADR(S$),UPDOWN.ASC('N").NUM.ASC("A")Aetc..etc.) 

IVogram 2 creates this string. Type ihls in and save It before 
running, using SAVE'C:" or SAVE "D:CREATE.BAS" 

The program adds some lines when run and this is the sort 
string. 

These extra lines must be saved so they can be Included into 
any BASIC program. Do this by LIST "C:". 10000. 19999 or LIST 
~D.SORT2.l-ST . 10000. 19999 

Program 3 shows you how to use the sort utility. Type this In 
and save It before running. The sort siring created by program 
2 must now be entered for it to work. Do this by ENTER'C:" or 
ENTER D:SORT2.LST 

21 Isiue 59 ■ New Atari Uiec 



A machine code routine 
giving lightning speed 
number sorting by 
Andrew Martin 



HOW FAST? 

Run Ihe program and see how quickly it sorts numbers. 
Change line 10 for a different number of numbers to sort 
(NUM) and change line 20 to sort UP or DOWN (UPDOWN]. 

All the numbers to be sorted are stored in the numerical array 
N. any single character numerical array can be used, but don I 
forget to change line 310 accordingly. This is the third term In 
the USR hinction and must have the ASC rum-lion around it. 

Other arrays lo be moved according lo Ihe sort array are 
added after the sort array and number in the USR hinction 
(term 5 onwardsl. The single character array must be enclosed 
around the ASC function and an identifier. A. added after it. 
For a numerical array A must be 168. For a string array A 
must be set to the length or the string per Item and must be 
less than 128. 

Atari BASIC'S string arrays are very baste and don't leave 
much in the way ol ease or use. A technique can be used to 
allow strings to be used to a pre -de lined length. I>rogram 4 
uses a string array or 12 items with a string length or 10 
characters per Item. Sections ol the string can be output using 
a very simple technique. Each or the substrings take up a hill 
10 characters, every 10 characters along the string with sap 
ees taking up any spare room. Line 220 uses ? ASH* 10 9.1*91 
to display Ihe Ith item. 

irthe string length per Item is changed lo 20. then the 
following changes will be made lo program 3. 

30 LENGTH=20 
220 ?AS(I-20- 19.1*20) 

The siring array ol line 150 will have lo be changed to lake 

Play around with the program lo see how It works and then 
you'll be able to put string arrays lo better use In your own 
programs. This will allow you lo fully use the numerical and 
siring arrays in Ihe sort utility. 

Happy number crunching. 



NUMBER SORTING 



REM n 
REM u 



6 REM Illlllll l lllllllllllllllllllllli ni llll l lllllllllllll l l i aO 

» N Ml 

18 DIM LCM1 ,TOO 

28 FOR 1=1 TO N:LfIl=lNTCRNDf8>*188> : N 
EKT I 

36 GOSUB 300 
IBB DTNTtN/7] 

11* IF D<1 THEM GOSUB JflH : t HD 

128 F = 8 

130 GOSUB 288 

148 IF F = l THEN 128 

158 0=INT<D/2> 

168 GOTO 118 

288 FOR 1=1 TO N-D 

218 IF LCXl>=LfX*M THEM 268 

228 r=Lcxi 

238 LCI1=LCI*D> 
248 LCI*OJ=T 
258 F = l 
268 ML K r I 
278 RETURN 

388 FOR 1=1 TO N : ? I.LCI>:NEXT I:? 
318 RETURN 



USING THE 



01 2 REM « 

PT J REM » 

TF 4 REM « NUMBER SORT » 

KO 5 REM « by Andre* Martin * 

SS 6 REM « * 

HN 7 REM » MEM ATARI USER - DEC UJ2 « 

MV 0 REM R4I*>BHMMMHMMM»M4MMMNJMMMWWM»M<MI4MMI 

NO » REM 

AT IS MUM-SB 

OH 2S UPD0MM=8 

AO 188 GRAPHICS 8 : POKE 82,S:DIM NCNUMl.OC 

NUM> .BSCNUHM41 

GZ 118 DIM SSC7421 : GOSUB 18888 

RB 128 GOSUB 288 

VJ 125 ? :■> "UNSORTED NUMBERS I 

RZ 138 GOSUB 4SS 

RO 148 GOSUB 388 

MI 14S ? :? "FIRST SORTED NUMBERS:-" 

SD 158 GOSUB 4BB 

AM 1SS UPDOHN MOT UPDOMM 

RU 168 GOSUB 388 



2 REM « NUMB 

3 REM tt S 

4 REM tt PROGRAM 4 « 

5 REM a To show The MS of string u 

6 REM M arrays for storing data II 

7 rem i i iii i i u ii i mmmm 

8 REM 

IS REM set up program variables 

28 ITEM=12 
38 LENGTH= 10 

188 REM Diwnsisn string *rr*v 

118 DIM AS CITEM»LENGTH> 
14S REM Set up data in string array 
158 as-" January February March 
April May June July 

August September October 
168 ASCLEN<AS>+l>="NoveMber Decenbe 



QB 288 REM Output string array to screen 
JM 218 GRAPHICS 8: FOR 1=1 TO ITEM 
UM 22S ? OS CI»ie-S, 1*181 
FV 238 MEHT I 
NZ 248 END 



IB 



NG 165 ? "SECOND SORTED NUMBERS:-" 

SH 17S GOSUB 488 

PJ 1»» END 

MR 2BS • .""PROCESSING RANDOM NUMBERS" 

HK 218 FOR 1=1 TO NUM 

LE 228 NCI!=INTCRN0Cei»1888B>-58SS:OCIl=I 

RT 238 FOR J=8 TO I 1 BS CI«4- J, I«4- Jl =CHRS I 

64«i> i aeai j 

GO 248 NEKT I 

ZI 258 RETURN 

UM IBS » :? CHRSC253) ;"SORTING NUMBERS" 

VN 318 A = USR CADR (S$> . UPDOMN. OSC C"N"1 . NUM. 

A5C C"A"> , 168. ASC C"B"1 .41 

LG I2S ? CHRS C2SI1 ; "SORTING FINISHED » 

ZS 338 IF OB THEN ? "SORTING ERROR. CAN • 

T FIND NUMERIC STRING" 

ZH 34S RETURN 

HX 408 FOR 1=1 TO NUM 

MT 41S ? tail ;BSCI«4-3.I«4) ; JNfll, 

HO 428 NEXT I:? 

ZG 438 RETURN 

GA 18899 RETURN 
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4 



40 1 BEM »« 

•S 2 BEM » 

II 3 REM « 

JL 4 BEM » 

CO 5 REM « 

19 6 REM " 



MACHINE CODE 
NUMBER cm 
CREATOR UTILITY 

by Andrew Martin 

HI H ATARI USER - DEC 1?»2 



MV S REM 



lee BYTE=742:LINENO=1000e:CHR=l :PA6E=8 

iL.xne=a 

110 DIM HEXSCBYTEW2I .HSCIDO) .CHRCBYTE, 
21 

120 POKE 02,0: GRAPHICS 8:P0SITI0N 7,6: 
? "MACHINE CODE NUMBER SORT ":POSITION 
11.7:? "CREATION UTILITY" 

lie POSITION ».*:? "Bv Andrew Martin 1 
»a»" 

135 R 



TO 15 : READ Ml 
:FOR 1=1 TO 50 



140 RESTORE 500:FOR E= 
HEX* CI«188-?»J=HS:NEXl 
0:NEXT I 
145 REM 
150 GRAPHICS 8:P0SITI0N 0,2 
160 1=1 1 FN H=l TO BYTEN2 STEP Z 
170 H1=ASCCHEX*IH.H>> ■ H2=ASC CHEX* CH»1 , 
IH 1 ) > 

180 H1=H1- I48*CH1<65> »55N IH1>64I ) I NX=M 
2- C48*CH2<65) »SS*CH2>64> 1 :B=H1»16?H2 
190 IF CB>26 AND B<I2J OR CB>124 AND B 
<12B> OR CB>154 AND B<1601 OR B>253 OR 

B = 34 THEN GOSUB 330 
200 IF POGE-O THEN GOSUB 300 
210 ? CHR*CB>; 

228 PAGE=PAGE?1 : IF PAGE=98 "THEN ? CHRS 
C34I : PAGE=0 :LINE=LINE«1 : IF LINE/6=INT( 
LINE/6) THEN GOSUB 368 

230 I-I«l:NEXT H:IF PAGEOO THEN ? CHR 
• CZ43 

240 GOSUB 368 

245 REM K:I#H.«N'i:M*.1JW , V/-1 IR^<;i:lK1 

268 PAGE=8:F0R 1=1 TO CHR-1 

270 IF pnr.l B THEN PMEUH I I NT NO < I TM 



•5Sf";C;' 



;C:"»=CHRS 



ZO 280 i: iiiml.ii :? 

(";CHRCI,21 ;••> 
SV 205 IF I/5=INTCI/S1 THEN PAGE =8 : L INE=L 

INK 41 IT "♦ » 
KD 2»0 NEXT I : ? "♦ " : GOSUB 368 
GT 2*5 POSITION 2,5:? "SAVE THE DATA AFTE 

R LINE 10888 TO DISK OR TAPE US 

EO 2»6 POSITION 6,0:? "LIST" ; CHRS « 34 1 I "C : 

";CHRSC34> ;",10B00, 1»»»»" 
■C H7 POSITION 6,»:* "L I S T" ; CHR$ C J4> : "D : 

S0RT2. L5T";CHR* C341 ; " , 10000, 
ZR 2»8 POSITION 1,111? "THEN USE THE ENTE 

R COMMAND TO RETRIEVE THE SORT UTILIT 

Y INTO YOUR PROGRAM" 
PK 2»» END 



308 ALINE=I»»81 : IF AL INI ) BYTE THEN AL 
INE - BYTE 

318 I LINENO'LINE;" SS (" ; I ; " , " ; AL INE ; •■ 
>-";CHR*C34> ; 
320 RETURN 

338 CHRICHR,1>-I:CHRCCHR,21:B 
348 B"32 : CHR-CHR+1 
350 RETURN 

360 POSITION 0,22:? "POKE 84 2 , 1 2 : CONT" 
370 POSITION 0.0:POKE 842,13:STOP 
380 GRAPHICS 0:POSITI0H 8,2 
390 RETURN 

500 REM 742 BYTES OF MACHINE CODE STAR 
TING FROM MEMORY LOCATION 25608 ONMARD 

5 

I 510 DATA 6885DF18A5D469338SCDASD56982S 
5CE6068F007A»73A20B1B»0040»0EA2 70A8885 
lCDAe03SA11CDA001A2eeC8CS686S?5DC 

! 520 DATA 68C003D00»05CC6BB5CB0»ABD6816 
B95DDE8E8EaEeC4DFD8E186DCA58285CDAS83B 
5CEA00084DA84DFA202B1CDD5DCF014EB 

: 538 DATA E8E8E8E4DC38F 2B1 CDFB28C8AA1 « 
8E6DFD8E4C8CAB5DC100AE8B1CD8BC9A8FOOC 
0DCE8BICD88C104D8D4E6DAASDF95DCD8 

I 540 DATA 04AS0605CDOS8/BSCEAOOOA201»8A 
801DlCDD03FA8»8D50DFei8E8E8EBE8E4DC38F 
I10A5O86SCD85CD9OO2E6CECBDODBF021 

I 550 DATA AS8C950EA5BD9SDF84D9AB83B1C04 
888B1CDA4DS-1B75DE»5DE6875DF»5DF18»0CFA 
6CBA4CCFBOC984AA88A6AAA98D0F8aAD8 

I 568 DATA e6A6CBCABA2»FE850DA»eOa51CBS 
D851E851F85D285D1A5E085CE85D8A5DF8SCD8 
5CFA40BA5CF18690605CF9002E6D0051E 

: 570 DATA 186»06051E»BB2E6 1F88D0E705DAF 
BIDA6DCE8AeeSB»0C00302BB»DF0e*5DD»5DFD 
9DE00?SDC95DEA5DB48B50E187»DC00»S 

I 588 DATA DE7002F6DF6838E901 D0EDF0B2D81 
6E8E8E8E8C8C6C8C8C4DC38C8A2BBF03605DAF 
032B6?3A6DCE8A005B9DCea301CB5DC10 

< 590 DATA 7»DCOO*5DC»882F6DDB5DE18?»DC8 
895DES'OO2F6DFE8E8E0E0CBCeC8C8C4DC3OD7A 
6»3E8D8B2E6D1A5CD186»8685C0'J8B8E6 

F 660 DATA CEB804D006D002A5 1C186»06851 
082E610A5CFIB6»8685CF?002E6D0A51E18690 
6851E7002E61F00e0BlCD3eeAD014BlCF 

4 618 DATA F046303C 103 7B1CF1033D 1CDF0259 
02DB02EB1CF382AF028D1CDF004B81F7820AOO 
1B1CDD1CFF 0048816 98 1 1 C OC 886C8F 1F0 

H 628 DATA 1SA001B1CDD1CFF008?00318»873 1 
898eBC8C086DeEDF065D085D085A4DCC884D3A 
00784D?aaa4D405CDaSD5A5CES5D6ASCF 

G 638 DATA 8507A5De85D8Aee8BlD548BlD 7S1D 
S6B»lD7C8C4D4DOFlA4D»C4DCIO2EB»OA08184 
»B»DC0e4818651C85D5B»DDBe651D8SD6 

H 640 DATA 6B18651E85D7B»0D0065 IF 8SDBA58 
685D4C8C8CSC884D5D0BBATB185D238ASCBE5D 
B8S03A5CCE»00E4D3D088C5D1D0840502 

U 650 DATA D88246DBD8F A608693 A6D3BSDC05D 
5B5DD8SD6B5DE85D7B5DF8SD8E8E8E8E886D3A 
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XL/XE TYPE-IN 



SNAKEY 



You have probably seen Harry around before but this time he has some new 
adventures far you to enjoy and. perhaps, his listing will show you how you can write 
similar programs of your own. 

Fresh from his adventures in the mushroom garden where he proved himself admir- 
ably good at clearing up. Harry The Snake has taken a job at a local warehouse. The 
owner of the warehouse. Rich Richard, has many powerful enemies who keep trying 
to break into the warehouse which is why he has employed Harry to guard it for him 
at night. 

One night, while Harry was slithering around the packing crates humming a snakey 
little tune to himself to pass the time, one of Rich Richard s enemies started to throw 
bombs through an open window in an attempt to sabotage the warehouse. Your job 
is to guide Harry around the warehouse defusing the bombs. This all sounds very easy 
but there is one small problem. Harry has grown quite a lot from all the mushrooms 
he ate while In the garden and is now very, very long. You must be very careful when 
slithewg around the packing crates not to trap yourself in a dead end because if Harry 
touches his own body the game is over and Harry is sacked. 

When a bomb has been successfully defused another is thrown through the window 
to land in a different part of the warehouse. You must continue to guide Harry around 
the warehouse to defuse the bombs for as long as possible. To guide Harry use a 
joystick in port one. The number of bombs defused is shown at the bottom of the screen 
underneath the game screen. 

Happy guarding and watch those bombs! 




by 

Eric 

Liddell 
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SNAKEY 



CS 1 REN 

VK Z REH IS 

ZO 3 REH It 

SF 4 REH n 

PS 5 REH I* 

REH m 
REH 



NFH ATARI USER - DEC 17*2 



CM 6 
NH 7 

r.H 15 POKE 02.0 

LO 20 GRAPHICS 8 

SH JB POKE Hl.ll 

LF 40 PRINT " I 

FO 50 

KG 60 PRINT "* 

UH 70 PRINT -.PRINT : PRINT 

AH 00 PRINT « O 

V Rick '09" 
VH 90 FOR 1 = 1 TO 11: PRINT : NENT I 
PZ 100 PRINT •• Pleas* 

Hlit » 

IF 110 SET=PEEKC106I-0:K=256*SET 

ZP 120 FOR P=6 TO 1021:P0KE X»P . PEEK CS714 

4*P> : NENT P 
HP 130 FOR 18 TO 3 9 : READ A : POKE K»24+I,A 

: NEXT I 

HL 131 SH=40644 : 01=40643 : 02=40623 : 03=4062 
2 : B4=40621 : 05=40601 : 06=40501 : 07=40502 : 

MP 132 BlZ=4O606:B13=4O626:014=40627:01S= 
40620: 016=40600: 017=40508: 010=40509: 01 
9=40S90 : 020=40610 : 021=40610 : 022=40650 

UF 131 023=40651:024=40652:025=40632:026= 
40612 : 027=40613 : 020=40614 : 0Z9=40615 : D3 
0=40595 : 031=40596 : 032=40597 : 013=40590 

OS 134 034=40610:015=40610 

UM 135 DIR=20:SC=0 

OU 140 GRAPHICS 10 : POKE 756,SET:P0KE 752. 



UI 370 POKE D19,71:P0KE D20,71:P0KE 021,7 
1:P0KE 027,71:P0KE 023,71:POKE 024.71: 
POKE 025.71:POKE 026.71:P0KE 027.71 

HR 380 POKE B20.71:P0KE 029.71:P0KE 030.7 
l:POKE BJ1. 71 : POKE 032.71:POKE 033,71: 
POKE B34,71:POKE B15.71 

RT 305 SOUNP 0 , 2 30 , 14 , 1 0 : SOUNO 0,0,0.0 

IJ 390 S=STICKtO> 

TV 410 IF S=13 THEN DIM ZD 

PW 420 IF 5=11 THEN 0IR=-1 

IP 430 IF 5=7 THEN DIB 1 

RN 431 IF PEEK CSHtBlRl =197 THEN SC=SC«1;P 

";SC:POKE SH4-DIR.0:G0SUD 1000 
OC 432 IF PEEKCSH»DIR)=71 THEN 4000 
UR 435 IF PEEKCSH»DIR> 00 THEN 390 
SL 440 GOSUD 5000 
OS 460 GOTO 350 

PV lOOO FOR 1 = 15 TO O STEP -0 . 5 : SETCOLOR 

4,0.I:S0UND 0,S.O,I:NEXT I 
NF 1010 RA=INTCRND<8>»16Z)+40501:IF PEEK C 

R01O0 THEN 1010 
VL 1020 FOR 1=0 TO 15 STEP 0.5: SOUND O.6. 

6,1: NEXT I:POKE R0,197:F0R 1=15 TO 0 S 

TEP -l:POKE RO.O:POKE RA.197 
CH 103O SOUND 0,6,0,I:NEXT I : RE TURN 
PN 4000 FOR 1=15 TO O STEP 0.7: SOUND 0,5 

,0,I:SETC0L0R 1,0,I:NEXT I 
VH 4010 FOR 1=1 TO S 

DA 4020 FOR P=10 TO O STEP 1 . 5 : SOUND O.P 

,0.1O:NEXT P:NEXT I 
EV 4030 FOR 1=15 TO O STEP -8.7: SOUND O.I 

.6, I: NEXT I 
YK 4040 FOR 1 = 1 TO 9-.P0SITI0N 1,1 
KZ 4050 PRINT Ml" 
FK 4060 NEXT I 
ER 4061 POKE 7S6.224 

ED 4065 POSITION 1,3:PRINT Hh : "ET TTU'U H I ] 



BB 141 5CREEN=PEEKC00>»PEEKC89>«Z56 
ZA 145 SETCOLOR 2 , 1 , 6 : SETCOLOR 0,1,6 
OLOR 1,12.11 

dp 150 print m ; "nmma m i ii m mmn 

PU 160 FOR 1=1 TO O 

XR 170 PRINT K6;"U 

GH 100 NEXT I 

MS 190 PRINT OS; 

UE 195 POSITION 0.11: PRINT nr.: 

[IT ";SC 

GF ZOO POSITION 13.1:PRINT U6 ; "U" 

IG Z10 POSITION 2,2 

JF ZZO PRINT Mb ; "M LII 11 U SI Hi" 

KC Z30 POSITION 4,3 

FX 240 PRINT UI, ; "HI H ill" 

JG 250 POSITION 1,4 

ZJ 268 PRINT nb : "tij li} U" 

PL 270 POSITION 10.5 

CP 200 PRINT U6;"«d Li ij" 

LI 290 POSITION 2,6 

PH 300 PRINT Ub;"lil ii Hi fcj" 

LJ 310 POSITION 2,7 

LC 320 PRINT Ubjti! il LI 11 LJ LI" 

NT 330 POSITION 5,0 

TI 340 PRINT U6;"t£j til il LJ" 

55 141 POSITION 10,9:PRINT «*6 ; "tH" 

OH 345 POKE 40720.197 

OU 350 POKE 5H,70:P0KE D1,71:P0KE 02.71:P 

OKE 03.71:P0KE 04,71:P0KE B5,71:POKE B 
6,71:P0KE 07,71:P0KE 00,71:P0KE 09,71 

OK 160 POKE B10,71:P0KE B11,71:P0KE 012,7 
1:P0KE D11,71:P0KE B14,71:P0KE BIS, 71: 
POKE B16,71:P0KE B17.71:P0KE 010.71 



UO 4070 POSITION 5.5:PRINT Ub:"qj 
II 4000 POSITION S,7:PRINT n6;"t33 



over 



4085 FOR 1=8 TO 15 STEP 0.5:SETC0L0R 1 
,7,I:IF SIP.ll.C8) B THEN 111 
FT 4090 NEXT I 

EO 4100 FOR 1=15 TO O STEP -O . 5 : SETCOLOR 

1,7,X|XF STRIGIOJ=0 THEN 111 
NO 4110 NEXT I: (.(>ro 4048 

PT 5000 POKE 015,0:815=014:034=033:031=03 
2:032=B31:B31=B30:030=BZ9:0Z9=0Z0:BZ0= 
BZ7 : 627=026 : 026=025 : B2S = B24 : 874 87.1 : BZ 
1 = BZZ 

OU 5810 OZ2=021:021=B20:B20=B19:B19=B1B:B 
10 = 017 : B17 = B16 : Bib HIS : 815 = 014 : 014 = 01 J 
: 011=012: 012=011: 011=010: 810=09:09=08: 



ZZ 5020 e7=B6:B6=B5:B5=B4:B4=BI:Bl=B2:B2= 
D1:01=SH:SH=SH*DIR: RETURN 

NH 9810 DATA 21 9 , 203 . 44 . 225 . 1 35 . 52 . 212 , 21 
9 

DD 9828 REH BJH'«r M<:HI»H;M:M«ll.N 

HH 9010 DATA 255.201.165.147,201,165.147, 

255 

XH 9040 REH ■ I.III.UT^M.il J:M 

IP 9058 DATA 2.2,52,120.188.156.248.112 

00 9O60 REH ■fcrr.vi«i*.i.»j:rw.TiiTa-» 

NH 9070 DATA Z4 , 1Z6 , 10Z . 195 . 195 . 10Z . 126 , 2 
4 

OE 9000 REH «Tia*«lJililM<lri:H<HJ 

9A 9090 DATA O. 24 . 16 . 90 . 90 . 16 . 24 . O 
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XL/XE TUTORIAL — — 

BAI SWITCHING 

part 2 



In the last article I showed how to aeeess the memory 
banks behind BASIC and the OS on the XL and XE 
computers. 130XE users have access to an extra 64K 
RAM which gives their machine Us I28K status. This opens up 
a whole range of options lor programmers. As thr BASIC and 
OS banks are available for use also on the 130XE. the poten 
lial for use Is even greater If they are used in conjunction with 
the extra 64K RAM. 



THE 16K BANKS 

The 190X1 is Identical to the 800XL apart from the extra 
memory which exists as a series of four I6K memory banks. 
These I6K banks are only accessible one at a lime, however, 
which can be a ma|or disadvantage since It means that I he full 
128K cannot be used at once but this necd nol limit the 
possibilities for usage. For example for a lour-level of difficulty 
quiz game, the user could load 64K of questions Into the extra 
memory ( IBK per level) and then access 16K of questions at 
any one time. Since only one level would be used at once there 
is no disadvantage In not being able to select the full memory. 

See figure 1 for a diagram of the construction of the 1 30XE 
memory. The main (normal memoryl Is from locations 
$0000 $FFFF (0 65535) as on the 800XL. The shadow 8K 
block Is behind $A000 SDFFF and the shadow 14K block is 
behind SC000 $CFFF and $D800 $FFFF as on the 800XL. The 
extra 64K is in the extended memory block which occupies 
$0000 $FFFF. This Is not to be confused with the main block 
which has similar numbering; the two are entirely separate. 
On the extended block, bank 0 occupies $0000-$3FFF. 1 lakes 
up $4000 $7FFF. 2 uses $8000 $BFFF and 3 resides In 
$COO0-$FFFF. As for the shadow blocks, access to extended 
banksO 3 Is controlled by memory byte $1)301 (54017) in the 
main block. 

When $1)301 Is set to its normal value (2531 the main block Is 
in place and no shadow or extended RAM blocks arc selected. 
Upon altering $D30I correctly one of these 16K banks will 
exchange with a 16K block nf memory from the main memory. 
In fact this block Is from $4000 $7FFF (16384 32767) on the 
main block. It is called the ac-cess window' for the extended 
RAM blocks as this Is the only area through which the I6K 
banks are available for alteration. Thus It follows that no 
mailer which hank is selected, it always pops up In the same 
access window $4000 $7FFF in the main memory. The loca- 
tions that the banks each occupy in the extended block are 
now or less Importance. Note that you should SAVE any prog 
rams In memory before making any alterations to the access 



David Manlove concludes 
his tutorial by explaining 
how to use the 64K extra 
RAM in the 1 30XE Banks 

window area as this may conflict wilh your program. 

When $1)301 Is changed back to Its normal value (he main 
memory pops back up in the access window with ttie valm .: 
(hat II contained before $1)301 was altered. Also the bank that 
replaced It now stores the values that were given to It. ready 
lor the next time that the bank is accessed. This means that 
the banks could be used for page flipping: graphic screens 
could be loaded Into the banks and then they would pop up 
the Instant $1)301 was changed. To Illustrate Ihis. type in. 
SAVE and RUN listing I . This sets up different text screens In 
each bank Including the main block. On pressing any key the 
banks are cycled through using page flipping. The text appears 
instantly: this would not happen if it had to be I'RINTed each 
time thus proving the worth of this technique. 

I should now explain how to call up the banks. They can be 
accessed in different modes - however for now we can be 
concerned wilh the simplest mode only To ( all up l>ank X. use 

POKE54017.193+I4*X) 
Then lo call back the main block use 

POKE 540 1 7.253 

Now lest this by using the following when in normal mode: 

POKE 16384. 128:POKE 54017.193:POKE 
l&384.255:POKE 54017.253 

This stores a 128 In location 16384 (byte 0 of the access 
window) In normal mode and a 255 in byte 0 of bank 0. Now 
try: 

PRINT PEEK! 16384):POKE 5401 7. 193:PRINT 
PEEK! 16384) 

A 128 comes up first and then a 255 showing thai the memory 
contents were not reset when $1)301 was altered. Tills Is 
basically the method thai users would employ lo store code In 
the extended banks and thus realise Ihe full 128K. 
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cs i rem i i i i i i i i i i iiii i i i i n ii i iiii r m i nim m i ni n 

PL 2 REM B PAGE FLIPPING DEMO U 

GY 3 REM n by Dav.d Han love tt 

5F 4 REM H U 

PS 5 REM U HEN ATARI USER - DEC 1992 II 

CK 6 REM mumnmimi ■ l l U l' Hlltltllllllli mttl 

BA 38 REM 

BC 48 FOR I=1SI6 TO 1547:READ A : POKE I, A: 
NEXT I 

TL SB DATA 184 , 184 . 1B4 , 1 62 , 8 , 157 , 8 , 64 , 232 

. 288, 258, 96 
OF 68 GRAPHICS 1 B : Dl PF F« C 5 60 ) t PC r K < 66 1 ) « 

256:P0KF 88,8:POKE 89,64 
PA 78 A=USRC1536.238> 

NT 88 ? U6,-"N0M ACCESSING NORMAL MEMORY •■ 
MO 98 FOR 1=8 TO 3 : POKE 546 1 7 , 1 93 » 4« I :A = U 
SRC1536, 144*11 :POSIIION 8,8:? H6 : "NOM 
ACCESSING HEMORVBANK •• ; I ; ■■ ••; 
DT 188 NEK T I : POKE DL«4.S:P0KE DL+5.64:CL 

ose iii:opeh ni,4,e,"K:" 

KB 118 POKE 54817. 253: GET Ul.n 
OR 128 FOR 1=8 TO 3 : POKE 5481 7 , 1 93«4«I : GE 
T 111 , A : NEXT I:GOTO lie 



THE MODES OF ACCESS 

The 130XE has two Internal processors: the 6502 CPU and 
the ANTIC graphics ehlp. The iHffl mil modes or accessing the 

16K banks refer to the way In which the CPU and/or ANTIC 

see' the memory from 16384 to 32767. No other area of 
memory Is affected. When you sperify a mode of aeoess you 
will always be accessing one of the banks. There are four of 
these modes and 1 shall describe each separately. 

When mode 0 Is selected the CPU accesses the extended bank 
between $4000 and S7FFF. Tills means that when the user 
alters locations In the access window he Is altering one of the 
chosen extended hanks and not the mam bank. Thus data 
such as machine code routines could he stored in the chosen 
bank. Also, in mcxie 0. any ANTIC cycles that have cause to 
refer to the area $4000 $7FFF will not now take place- in the 
main bank but Instead in the extended bank chosen. This 
means that display lists or graphic screens can be stored In an 
extended bank and referred to In the same way as listing 1 
does. This mode Is called the General Extended RAM Mode 
since both ANTIC and the CPU are referred to the extended 
bank with the main bank dormant. 

Mode I is called the Video Extended RAM Mode since, when 
this mode Is selected. ANTIC refers to the extended bank when 
access window references are encountered las per mode 01. 
However the difference Is that the CPU sees only the main 
bank and any alterations to the access window while In this 
mode will be referred to main memory and not an extended 
bank. It would therefore only be suitable to store display lists 
and/or graphic screens in the chosen hank. 

Mode 2 is called the CPU extended RAM mode because this 
mode Involves only the CPU accessing the extended block. This 
means that any CPU references to the access window are 
directed to the chosen bank instead of main memory. AH 
ANTIC cycles occur in the main memory and ANTIC ignores 
the extended block. So any user data can be stored In the 
chosen bank and accessed at will. 

It should lx- remembered that all the above only applies to the 
block $4000 $7FFF and no other parts of memory arc affected. 
For mode 3 ALL parts of memory are unaffected - this is 
effectively 'normal mode". All CPU and ANTIC cycles are refer- 
red to the main bank. It therefore does not matter which bank 
Is chosen In conjunction with this mode (all mode selections 



cs l rem ii i iiii i iii iiim wiuiwuM mummii m ii iii i i i i rom 

/H 2 REM U BANK SWITCHING TEST $8381 II 

VF 3 REM It bv David Man love n 

SF 4 REM II M 

PS 5 REM II NEM ATARI USER - DEC 1992 It 

CX 6 REM II II I llll l l l I Il lll l III! 

BA 3B REM 

BC 48 FOR 1=1536 TO 1S47:READ A : POKE I. A: 
Ml K I I 

KL 58 FOR 1=8 TO 48 STEP 16:P0KE 54817,19 

3«I : A-USR 115361 : NT XI I 
MG 68 DATA 184.169,8,162,8.157,8.64,232.2 

88,258.96 

FV 78 DIM ASC288S8) : AS C 1 1 =••»••: AS C 288881 

V -:ASC2)=0S 
AH 88 GRAPHICS 8 : » "MODE NO. ";: INPUT HOD 

E : N MODI * 1 6 : POKE 54817. 193+N 
DH 98 GRAPHICS 2:DL = PEEK C5681 +PEEKC5611X2 

56 

7.1 188 POKE 8S,S:P0KE 89. 64: POKE 0L»4,8:P 

OKE DL*5,64:POKE 82,8 
OV 118 CLOSE HI: OPEN HI ,4,8,' 4 K:":X = 8:V = 8: 

A=ADRCA$1 :X=16384-A»l:Y=H*158 
KA 128 GET Ol , A : IF A<>27 THEN POKE 54817. 

241:' K6;CHRSlAl ; :P0KE 54817. 193*N: ? : 

? ASCX.Y) ; : 1.(1 TO 1 ?B 
UR 138 RUN 



have to be made in conjunction with a bank selection, and vice 
versa). IfX is the number of the bank chosen, and Y Is the 
number of the mode chosen, then the user alteration will be 
made using: 

POKE 54017.(4'X)+(16*Y) 

To Illustrate the different modes, type in. SAVE and RUN 
listing 2. The program starts by asking the user to specify a 
mode • start by selecting mode 0 first. The program then 
switches to a split GR.2 screen. The idea is lo show the user 
how the CPU and ANTIC are presently 'seeing' the access 
window when bank 0 and a mode are selected. The top part Is 
graphical: It shows you what ANTIC sees. The bottom part 
shows you what is In the access window: I.e. It shows you what 
the CPU sees. Try pressing a Tew keys. Ignoring the dickers, 
the screen does not change. This Is because the alterations are 
being POKEd (by the ? #6 command) Into main memory and 
ANTIC is accessing bank 0 so 11 does not sec' the alterations. 
The CPU does not see the changes either since It accesses 
bank 0 also. Press <Esc> to re-run. Now try mode 1 (Video 
Mode): on pressing a key only the bottom part changes since 
ANTIC Is sllll accessing the extended bank while the CPU 
accesses main memory. In mode 2 (CPU mode) the top part 
changes due to ANTIC accessing main memory now. Mode 3 
(normal mode) allows both top and bottom parts lo change 
since both CPU' and ANTIC access main memory. 

I will end this article bv giving a bit breakdown of location 
$D301: 

Bit 0 - OS bit (0=RAM. 1 =ROM) 
Bit 1 BASIC bit (0=ROM. URAM) 

Bits 2.3 - bank selection bits for banks 0 3 (bit 3 Is the high 
bit) 

Bits 4.5 mode selection hits for modes 0 3 (bit 5 Is the high 
bill 

Bit 6 unused on 1 30XE (normally= 1 ] 

Bit 7 - aeirtest control bit (USelfTesI olT. 0=Selftest on). 

I hope these articles go some way to allowing Ihe reader to 
access the extra memory easily from programs. It Is a pity that 
only a few companies have brought out 12HK software but the 
opportunity certainly exists. 
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UserSupport 



SCOTLAND 

THE BRAVE! 



In the absence of commercially motivated support, H bit 
users are obliged to support themselves. Some prefer to 
quietly compute in the privacy of their homes whilst 
others attempt to organise gatherings and share their enthu- 
siasm with others. User groups have never been as popular in 
Britain as they have In certain other countries (the US for 
examplel but there are several keen individuals whose determl 
nation to persuade fellow hobbyists Into participation is prob- 
ably the main reason that literature on 8 bit topics is still 
being published. 1 recently received products from two dedi- 
cated Scottish Alarians who are striving to keep the 8-bils 
alive. 



FUTURA 

Long term Atarian Stuart Murray whose claims to fame 
Include winning the Scottish Atari Pacman championships in 
1982 and the Scottish. UK and World Atari VCS champion 
ships In 1983 was understandably dismayed by the growing 
number of 8 bit users selling their machines because of the 
lack of software and hardware support. He decided to take 
positive action and placed advertisements In the local press in 
an effort to form a hardcore base of 8 bit users throughout the 
north of Scotland. He has succeeded in gaining the Interest of 
over thirty Scottish users and subsequently recruited enough 
local meml>ers to populate regular meetings of the 'North Of 
Scotland Atari User Group' (NOSAUG1. Some of the club ser- 
vices Include hardware advice, a public domain library for disk 
and cassette users and the sale of second hand commercial 
software. Stuart produces a club newsletter called 'Futura' for 
regular distribution on disk, cassette and paper. Every issue 
contains a mixture of editorial, text articles and lop quality 
public domain software. I was pleased to receive copies of the 
first three Issues especially after I'd examined their content! 

One of the highlights of Futura 1 Is Speedscrlpt, a highly 
useable word processing package that originally appeared in 
book form, so you had to spend hours and hours typing it in (it 
was reviewed In Page 6 Issue 26). Although Spccdscript origin 
ates from a Basle program It Is actually written in machine 
code and Is supplied with Futura as a binary load file. Start it 
up and you're Instantly presented with a Hashing cursor - a 
cue to get typing! The screen text is notably easy to read since 
Speedscrlpt uses a clearer typeface than Atari's standard offer 
ing. All the essential word processing features are present - 
edit, delete, search/replace, word wrap, print formats, etc. - 
and the only thing that's seriously lacking is a spell checker. If 
your word processing needs don't justify the expense of a 
commercial heavyweight such a Superscript or Paperclip. 
Spccdscript Is an excellent budget' option. 
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The Atari Classic has 
always enjoyed strong 
support north of the 
border and that support 
is still going strong as 
Paul Rixon discovers 

Another handy program Is MyCopyr. a disk copier that takes 
full advantage ol expanded memory systems. On a less serious 
note Futura 1 contains five games, including the once com 
mcrcialty released Table Football from Rlno Marketing plus 
clones of Splndlzzy and Trailblazcr. A couple of amusing 
demos are slipped in for good measure. Text flies are abundant 
too with a personal report of the AMS show in Stafford, a 
no nonsense Basic tutorial, a comprehensive list of UK Atari 
supporters and several others besides. 

Futura 2 has a musical theme, though there's also lots to 
read and play as before. Atari Drum Machine Is an innovative 
application from Poland. Once you exit the Impressive demo of 
New Order's Blue Monday you have the opportunity to place 
your own bass drums, snares, claps etc. onto voices' displayed 
at the top of the screen. When you've formed a pattern, you 
simply choose play' to hear the results. You can build several 
patterns Into longer songs or fiddle with the tempo, pitch and 
other parameters. Your compositions can be saved to disk for 
future use. You may be expecting a few pathetic beeps and 
squeaks but this Is top quality digitised stufr. it sounds great! 
file l-aser Demo is another one from Inland and Is guaranteed 
to Impress, but only If you can understand the Polish scrolling 
messages! 

Sound Monitor Professional is a German application that lets 
you create songs and play them back In a similar manner to 
sound tracker' programs In the 16-blt world (though not using 
digitised volcesl. Experimentation Is required since most of the 
text is German but it's not difficult to comprehend and there 
arc great demo songs provided on the Futura disk. Elsewhere 
on Futura 2 there is a horse racing game called Triple Crown 
which allows eight players to participate selecting form, 
placing bets and watching the races. The race graphics arc 
quite amusing and will have you on the edge of your seals - 
especially If there's real money on the table! Other games 
Include an addictive puzzle similar to Ke-Soffs Sogon and 



another Trallblazcr style hopping expedition. In the textual 
section you'll nnd the latest 8-bll news and a review of the 
Atari Canadian Exposition held last April In Toronto. 

The third issue of Fulura appears to maintain the high 
standard Introduced by its predecessors. The first side is 
packed with articles on subjects ranging from the history of 
computers to humour (obtained from the US Pokey Newslet- 
ter). On the strategic front International Bridge Contractors Is 
a business simulation In which you try to gain sufficient staff, 
materials and customers to keep your bridge construction 
company going. For arcade freaks Fulura offers a 3-D version 
ol Tclris. a reasonable maze game (awful music!) and a scroll 
Ing adventure called Aliens. Also. Jane s Program is best de- 
scribed as an intriguing interactive musical 'Ihlngamccl Sever- 
al utilities feature a DOS flic copier, a program Tor transfer- 
ring Rob C. Multiboot and other menu formats to DOS 2. and a 
menu system for your COM and HAS files. 

As you will have gathered by now. every issue of Futura is 
positively brimming with goodies. Stuart tells me there's lots 
more planned for future editions - reviews of commercial and 
public domain software, an expanded VCS section and new 
original programs to name a few. 



EXCEL 

Meanwhile another Scotland-based Atarian. Robert Stuart 
whose Excel disk magazine has been praised In these pages 
before - continues to oiler his support despite an increasingly 
disappointing response from other users. Some may be suspi- 
cious when it seems they arc gelling such a lot for a small 
outlay but there should be no fears - there are no catches, 
drawbacks or side effects. It really Is a good deal! 

Robert Is already set to release the twentieth issue of Excel 
before Christmas, which Is quite an achievement when you 
consider the enormous effort that goes Into Its preparation. 
Unlike Futura. (he Excel disk mag does not contain reviews or 
articles text flics are only used when instructions arc re 
quired for complicated applications. This policy was intro 
duced with Issue 7 as Robert wanted to pack Ihc maximum 
quantity of software into each issue. Unfortunately there isn't 
room here to mention all the recent disks but I hope a short 
summary or the highlights should tempt you enough to Invest! 
gate further! 

Bolng! Is a game by Neil Ottaway of Tiger Developments 
(check out the Tarkus review last Issue) which appears on the 
V side of Excel 10. It s a clone or Bounder', which has 
appeared on many popular micros, and runs along a vertical- 
scroll hopping theme in a similar manner to Gremlin's Trallb 
lazer. The playing area Is a relatively small window In the lop 
centre or your screen and your Job is to ensure a constantly 
bouncing ball doesn't bounce on anything nasty or run Into 
other adversities. Bolng! features some nice animation and Is 
quite addictive - though also frustrating as it's far too easy to 
expire! 

On the same disk you'll fad BBK Artist, a drawing applica- 
tion with no shortage of function*. As well as the usual 
facilities such as draw. line, circle, box and fill there are 
options to add text using system or disk loaded fonts, set 
reflection modes, use magnification and even demonstrate 
rainbow' graphics techniques. You can load pictures In Koala. 
Micropalntcr and Magnlprint formats, though save only lo 
Koala. 

Excel 12 has. among many other things, two Interesting 
applications to aid the design ol arcade games - Colorfont Map 
Editor and Colorfont Screen Editor. The map editor helps you 
create background graphics for scrolling games. The program 
uses Antic mode 4 for high resolution multicoloured graphics 




and can load fonts from Excel s ColorFont. which appeared In 
the first issue. A Basic demo Is provided to show you how the 
dnlshed backdrops can be Incorporated Into your own soft 
ware. The Colorfont screen editor Is similar to the map editor 
except that it's aimed at producing games that use page 
nipping, such as Draconus or Bllnky s Scary School. A textual 
Instruction file Is supplied containing help lor both packages. 

Label Master heads the line up on Excel 13. This Is a compe 
tently crafted utility for (as you probably guessed) creating, 
storing and printing address labels. It s classed as shareware 
and the author Invites you to send on a registration he in 
return for an improved version. There's Just room lo mention 
the Genesis Project Demo on Excel 16. It s a conversion of a 
Commodore(slop) 64 program and although it doesn't do a lot 
you'll definitely be Impressed by the graphics! 

This isn't a comparative review as I believe you should not 
choose between Excel and Futura - you should have them 
both! Although there's inevitably some overlap in material 
(both aim to Include the best PD available) each disk mag has 
Its own style and you are sure lo find a great deal of interest In 
every Issue. 



USEFUL INFO 

Futura Is produced by the North ol Scotland Atari User Group 
c/o Stuart Murray. 71 Walker Road. Torry. Aberdeen. AB1 
3DC and Is available In disk, cassette and printed formal. The 
disk version can also be obtained from Page 6. Excel Is pro- 
duced by Robert Stuart. 21 Stronsay Way. Broomlands. Irvine. 
Slrathclyde. KA1 1 1HZ. Look out for his advertisements in 
New Atari User. 
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Ian Finlayson's 




ITS ALL 

QUITE 

LOGICAL 



INTRODUCTION 

As you all know, at the very heart of your computer things are 
extremely simple. In fact it all bolls down to zeroes and ones. 
At this very fundamental level the microprocessor is nuking 
simple binary additions, subtractions and comparisons. These 
are all binary logical operations. It is not surprising, therefore, 
to find that there are logical operators in the higher level 
languages. Including BASIC, and these operators are amongst 
the fastest and most efficient that are available. 

The very simple manual that has been supplied with the 8 bit 
Ataris such as the 600 and 800X1. gives a list of precedence of 
the operators, but it does not give any indication of their use. 
so most people only use them In ways that have parallels with 
the mathematics we leant at school such as: 

X=X+1 meaning let x equal one more than Its old value, 
or 

IF X>10TIIEN .. . meaning do .... II X has a value of 10 
or more 

Hut there are uses for these operators that seem to defy 
schoolboy mathematics. What result would you expert from 
the following two expressions? 

? X-(X>0) 

? Y + 10-(Y>50)+100*(Y>500) 

Just remember that TRUE has a value of ONE and FALSE has 
a value of ZERO and then the meaning should be self explana- 
tory. In the first expression (X>0| Is TRUE (value 1) If X Is 
positive and FALSE (value 01 ifX is 0 or negative, so It results 
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in a value X when X is po: 
or negative. Similarly the 
Y Is 50 or less. Y plus a "h 
500. and Y plus 1 10 (that 
Another fact that seems 



Hive and a value of zero if X is zero 
esull of the second expression is Y If 
>nus" of 10 if Y Is between 51 and 
Is +10 and +100) If Y Is over 500. 
i bit odd at first is that a number is 



considered to be "true" If It Is not zero and "false" If It Is zero. 
This can be made use of in expressions like the following: 

IFX THEN ?"TRUE" 

This will write TRUE on your screen unless X Is zero. It works 
with negative numbers and decimal parts ol numbers which 
are considered to be True like positive Integers. 



PRACTICAL USES 

By now you are probably wondering what Is the use of all 
this, so I have written (wo short example programmes lo 
Illustrate uses of logical statements. 

The first program Is a simple numljcr guessing game. The 
computer selects a number in the range I to 100 In line 30 
and prompts for n Input in line 40. 

Your number Is accepted In line 50. and a count of the 
number of attempts you make is started. For clarity and 
simplicity I have not put any error checking on the Input, so 
the program can be easily confused If you do not enter a 
suitable number in the I 100 range. If youngsters are to play 
the game it must be crash proofed as they will soon lake 
delight In deliberately seeing what happens If nonsensical key 
presses are made. 

In line 60 D is put equal to the difference between your guess. 
Y. and the original number. NUM. 

Line 80 contains the logic statement. It Is a conditional GOTO 
depending on the value or D. If D Is zero all the brackets are 
"False" so the GOTO is lo line 130 the correct number has 
been guessed. The other four conditions can be tabulated as 
follows: 

• 1 0<D<0 GOTO 1 40 [Thai Is 1 30+ 1 0) Guess Is a little 
low 

D<-10 GOTO 150 (130 + 20) Guess is much too low 
0<D<10 GOTO 160 (130 + 301 Guess is a little high 
D> 1 0 GOTO 1 70 ( 1 30 + 40) Guess Is much too high 

Each of the subroutines gives a clue to how good the guess 
was. After returning from the subroutine line 90 causes a 
Jump lo 120 unless D is zero. In the latter case line 100 asks if 
you wish to play again and If so loops back to 30 where the 
next number Is generated. 

Line 1 10 ENDs the program If you select N at the "play 
again?" prompt. 

Line 120 prompts you to have another guess and loops back 
to line 50 for input. 



EI 1 REN ** 

IV 2 REM « 

OZ 3 REM « 

01 4 REM « BY 

HL 5 REM * Ian Finn 

AO 6 REM « 

OJ 7 REM » MEM ATARI IIS( B 

ep ■ rem mmmmmmmmmmmmm 

AV 10 REM 



.sun » 
- DEC 1»»2 » 



uu 



'TRY 



ftND 



MUM 



CBETHEEM 1 AND 18B>" 
AA 5B INPUT Y:TRIES=TRIES«1 
OB 68 D=NUM-Y 

GO SB G0SUB 1JU • IB" CD <« AHO D> - 18) » 28* CO < 

-»I*J8*C0>8 ANO 0<I8I«4B«C0>5> 
GO •>» IF 0 THEN 12S 

HP 188 t "PLAY AGAIN ? CY/N> •• : INPUT YNS : I 

F YNS="Y" THEN 30 
N5 11B ENO 

QP 12B f "TRY AGAIN": GOTO 50 

EO 130 ? "CORRECT, HELL OONE" : ? "YOU TOOK 

" ; TRIES ; ATTEMPTS":? : RE TURN 
PR 140 ? "A BIT TOO HIGH": RETURN 
BN ISO ? "TOO HIGH": RETURN 
CL 168 ? "A BIT TOO LOH 
RY 170 ? "TOO LOH " : RETU 



Listing 1 - a simple guessing game 



JOYSTICK INPUT 

Joysllck Input In Bask- is often a mass of IF.. THEN., state- 
ments, bin a faster and much more compact method Is lo use 
logical operators. In the short example program the Joystick 
can be used as a crude drawing instrument While the Joystick 
button is pressed It draws and when the. button is released It 
erases. Unes 10 to 50 are the draw program and lines 1000 
onwards are the Joystick logic. 

In the main program only one or two things need explanation. 
XMAX and YMAX are the maximum values that the cursor can 
go to during the drawing (the right hand edge and bottom of 
the screen). These values will need to be changed to suit the 
graphics mode you wish to use. The COLOR 2 and COLOR 1 
commands cause Ihe cursor to flash each time the program 
loops. 

In line 40 "IK STKIGIOI" means If the trigger on Joystick 1 is 
pressed". (STRIO(O) is zero when Ihe button Is released). 

The Joystick logic in Lines 1010 and 1020 Is fairly straightfor- 
ward If you look al the figure showing the values returned in 
STICKIO) when Joystick I Is moved In line 1010 X is increased 
by one If Ihe Joystick Is to the right and the cursor is not 
already at the right hand edge of the screen, and decreased by 
one if the stick is lo Ihe left and X Is nol already zero (the left 



and the 



In line 1020 Y Is Increased by one If the 
cursor Is nol already at the Ixitlom or the screen (YMAX). and 
decreased by one If the stick is up and Y Is not already zero. 

In all other cases X and Y don't change. You will sec. If you 
run the program, that both X and Y can change al the same 
lime giving diagonal mov ement of the cursor. 

You must agree that this is l 
Input in BASIC. It is quite Ta; 
delay in line 20 In get a nice • 
probably not be needed If Ihe subroutine is used In a more 
complex program with a slower main loop. 

I hope you will experiment with the logical operators and find 
them useful in your programming. 



■ay of getting joystick 
rt I had to put a small 
ursor flash, but thlsw 



TUTORIAL TIME 
JOYSTICK LOGIC 



Ian Finlays 



OEC 1SS2 * 



EI 1 REM ** 

IV 2 REM « 

QA 3 REM • 

RR 4 REM « 

HL 5 REM « 

AD 6 REM « 

OJ 7 REM « NEU ATARI USER 

EP S REM 

NO » REM 

LO 18 J0YSTICK=1888:GRAPMICS 1*:XMAX=3?:Y 
HAX=23 

YL 28 COLOR 2:PL0T K , Y : FOR 0ELAY=1 TO IB: 

NEXT DELAY 

YA 38 COLOR 1 : PLOT X.Y 

UG 40 IF STRIGCO) THEN COLOR 8:PL0T K.Y 

HE 58 GOSUB JOYST I CK : GOTO 28 

TJ »»» REM joystick subroutine 

NI 1888 J=STICKC8> 

AM 1818 X=X«CJ<8 AND X<XMAX1~CJ>8 AND J<1 

2 AND X>8) 
MU 1020 Y=Y*CCJ=9 

VHAX1 ) - tJ/2 = I« 
Al 1838 RETURN 



JR J=5 OR J=1I> AND CY< 
tJ/2) AND Y>0J 



Listing 2 joystick input simplified 



BACK ISSUES 



The following back issues of 
NEW ATARI VSER are still available 



Issue 31 
32 SOLD OUT 
Issue 33 
Issue 34 
Issue 36 
Issue 37 
Issue 38 
Issue 39 
Issue 40 



Issue 41 
Issue 42 
Issue 43 
Issue 44 
Issue 45 
Issue 46 
Issue 47 
Issue 48 
Issue 49 



Issue 50 
Issue 51 
Issue 52 
Issue 53 
Issue 54 
Issue 55 
Issue 56 
Issue 57 
Issue 58 



DISKS ARE AVAILABLE 
FOR ALL THESE ISSUES 

BACK ISSUES are £1.75 each in the UK (inc. post & packing). 
£2.40 for Europe or surface mail elsewhere and £3.50 
for Air Mall outside Europe. Prices include postage 
ISSUE DISKS are for any 48k or 64k 8-bit Atari 
Each disk is £2.95. Postage FREE in U.K. 
s add £1 per order (any number of disks) 



Send your order to 

PAGE 6, P.O. BOX 54, STAFFORD, ST16 1DR, ENGLAND 
ACCESS and VISA accepted. Telephone 0785 213928 



XL/XE SOFTWARE 



SUPERSCRIPT 



Seven years after its re- 
lease, can Superscript still 
be considered the best 
word processor for the 
Atari Classic? 
Les Ellingham looks back 
and brings you up to date 



Back in issue 17, published in September 1985. I re 
viewed a brand new word processor which I staled lo 
be "the most important piece of software to have been 
produced so tar by a British company"- Seven years on. Super- 
script remains one of the very best programs produced tor the 
Atari ("lassie and. having disappeared loi a lew years. Is now 
available once again but at ■ much lower price. 

Most readers will not have seen Issue 17. an issue that went 
out of print quite quickly, so this Is essentially an update of 
the review that appeared in that Issue, as relevant today as it 
wai then. 



XL and XE ONLY 

First ol all you should note that Superscript is written lor the 
KOOXI. and 1 30KB and will nol work on the old 400/800 
models, a point that is. perhaps, ol less importance today 
although worth staling. The reason is that the program takes 
lull advantage of the XL/XE facilities and oilers lull Interna 
lional characters. Including that elusive V, sign on screen. In 
addition it is one of the lew programs that take advantage of 
the extra 64k on the 130XE hy allowing two documents to be 
worked on in memory at the same time. 

'Hie first thing you need lo do wllh Superscript Is to sit down 
and work through the tutorial which Is essential if you want to 
use the program to the full. It is possible to compose simple 
documents by just following the screen prompts hut Ignore the 
manual and you will miss out on many powerful features. 

So. boot up Superscript and you will be prompted to Insert an 



Existing Work Disk. Create a Training Disk. Create a New 
Work Disk or Create a Dictionary Disk. The dictionary disk Is 
easily created, it is just copied from the back ofthe master 
disk onto a disk of your own and may as well be created at the 
same time as your Training disk. Select Create a Training Disk 
and several files which give exercises to be used with the 
tutorials will be copied onto your disk. The Training Disk and 
the normal Work Disk primarily contain a ■Defaults' file which 
Is booted each time lo set up the printer driver and certain 
program parameters which are completely user defined. You 
can set screen and text colours, margins, standard printing 
features, screen width or even assign special features lo any 
key on the keyboard and boot these as standard every lime 
you use your work disk. More of these laler. for now let's go 
back to the tutorial. 



EASY LEARNING 

You start the tutorial by loading In a teller lo use as 
for the standard features of editing and to learn bow 
and print documents which is fine for beginners and 
you used lo using a word processor. Experienced uw 
skip this but by doing so may miss out a lew lips lo • 
In using Superscript. The tui 
Paste' editing which simply t 
around Irom single words to 

he really powerful features of Superscript the 
ithematics] calculation 



ability 
text. 



rial the goes on to 'Cut and 
?ans moving blocks ol text 
'hole paragraphs, before Intr* 
ful features of Superscript 

tables within the 



Mere also is introduced another line feature Atortwriter is 
limited to a 40 column screen and It Is virtually impossible lo 
set out any sort of table without much trial and error. Super 
scripl allows you to define the width ofthe text screen lo a 
maximum of 240 columns and will scroll across and back as 
you reach the screen limits. Tables could nol be simpler, you 
just type them exactly as you want them to appear on paper. 



MATHEMATICAL 
FEATURES 



Using the mathematical features seems at first quite complex 
but a sample document is included and. once mastered, the 
technique is simple yet poweriul Each column In a table is 
defined as a numerical lab al Ihe position of the decimal point, 
which Incidentally can be set as desired, and figures arc 
entered by tabbing across and pressing RETURN at the end of 
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the line. Enter as many rows as you wish and finish off with a 
row or dashes and you are ready to calculate totals. Simply 
place the cursor at the end of a line, enter a few keystrokes 
and the line total will be entered In the first column. Calculate 
each line in this way and then place the cursor at the foot of 
the table. A few more keystrokes and every column In the table 
will be totalled automatically! Any figures included in brackets 
or with a minus sign will be subtracted and the program has 
facilities for division and multiplication as well. In fact all of 
the commands to calculate a table can be Included In a format 
and can be executed with just two keystrokes. There is an 
example Included in the tutorial. Just run it and watch, you'll 
be amazed. 



MAIL MERGE 

Next comes Mail Merge which allows you to take a standard 
letter and "personalise' it by automatically inserting names and 
addresses or other Information within the standard text. An 
example is again provided. The procedure Is somewhat lengthy 
but once set up is easy to use. Your letter is c-omposed as one 
flic and the Information you wish to Insert. In the example 
names and addresses. Is composed simply as another text Pile. 
You then insert markers, which can be conditional. In your 
letter and start printing. This is where the I30XK is used to 
good advantage for you can have your letter In the upper half 
of memory with the merge Information In the lower memory 
Ihus eliminating disk access. 

The use of conditional markers makes the mail merge another 
powerful feature. You can. for Instance, set up a file, or 
multiple files, containing a full list of contacts or addresses 
Willi as much detail as you wish and then print letters to them 
according to conditions laid down in your main letter. You 



could, for instance, write only to those In London or you could 
exclude London addresses. You could write only to female 
contacts or. if you keep your contact file up to date, only to 
people who have expressed an interest in a particular produc t 
or service. It Is obviously not as powerful as a full database 
program but for simpler applications Is more than adequate 



EDITING 

Tile tutorials finish here but the majority of the manual is 
unread! There Is much more lhat you can do with Superscript. 
I -el 's take a look now al the editing features as Controlled by 
the keyboard. Al first sight any action seems unnecessarily 
complex requiring the SELECT key to be pressed followed by 
selection of the feature required and then selection from a 
sub menu. In some cases a further menu Is presented, iryou 
don't study the manual you could wasle a lot of time perform 
Ing almost every function but once you have executed a parti 
cular action, no matter how complex. It can be repeated by 
simply pressing CONTROL R. In fact most of the commoniy 
used editing features can be accessed by using CONTROL with 
an appropriate character. There arc several really neat features 
here such as changing words between upper and lower case. 
CONTROL F will change a word from upper In lower case but 
on first press will leave the Initial letter as a capital in case it is 
the start of a sentence. I*rcss again and ibis turns to lower 
case. If you prefer to use the cursor movement keys without 
holding CONTROL simply change Ihem so lhat cursor move 
ment Is standard and the arithmetical signs are accessed with 
CONTROL! 



USER DEFINED KEYS 

What ir you need to repeatedly use a series of commands? 
Easy. Just assign these commands to any key on the keyboard 
in cither upper or lower case. Press ESC followed by the key 
and the program will perform the action you have assigned. 
Almosl anything can be assigned to a key from passages of text 
to single commands or series of commands. Your name and 
address, for instance, can he Inserted in a document wllh two 
or three keystrokes. II can even be automatically centred or 
ranged right. Often used words can be inserted at a stroke or 
the cursor can be moved as desired. Several examples are 
given in the manual but the applications are limited only by 
your Imagination. Suppose, for example, you often transpose 
two characters. Simply assign a key to reverse them, place the 
cursor on the first character and change Ihem about. You can 
change disk drives, obtain a directory. Initiate a search, ex- 
change dales, and much more. 

All this seems quite powerful, but the real beauty lies in Ihe 
fact lhat every key stroke you define can be made permanent 
so that the keyboard Is configured to your specification each 
time you boot up a work disk. If you wish you can have 
diffcrcnl configurations lor different tasks and change midway 
through a session. You may not appreciate the power until you 
have used it. but what il basically means is that Superscript Is 
not a program to which you need In adapt but a program 
which adapts to you. Your working version of Superscript will 
be exactly thai, your own personalised program! 

New Atari Us«r l> SU e 59 41 



LAYOUT FEATURES 

Before I go on to the search and re p l a c e functions and 
spelling checker, a brief word about the layout capabilities as 
regards the printed document. All the expected facilities such 
as setting margins and page lengths, centring and Justifying 
text, including headers and footers are there as well as page 
numbering but a few more features are Included. Margins as 
well as page numl>ers can he offset alternately so lhat If you 
are producing a Ixiund document the wider margin will always 
be on the centre of the pages. To produce a double sided 
document you can print odd numbered pages first, turn the 
paper and then print the even numbered pages. Four levels of 
indent can lx* set and released as desired allowing hanging 
indents, such as you see in numbered paragraphs, to be easily 
produced. A nice report is Included on the training disk to 
Illustrate many of these features. 



SEARCH AND REPLACE 

One of the useful features of any word processor is the ability 
to find words quickly throughout the document and replace or 
amend them and Supersc ript, naturally, has this feature. You 
may change all occurrences of a word or verify each change or 
simply find a particular word to position the cursor for editing. 
II was here that I found one of the lew limitations of Super- 
script as it cannot search for spaces. I often use Atariwriter to 
check for and replace inadvertent double spaces in a docu- 
ment. A useful feature of the Search facility Is to search 
forward or backward so you do not need to go to the start of 
the document for multiple searches. 



THE SPELLING CHECKER 

So now let's assume that you have typed your document. 
Before you print it you will want to make sure that the spelling 
is correct so a few keystrokes (or assigning these to a partlru 
lar key) brings the spelling checker into action. If you have two 
drives, insert the spelling checker into drive 2 and the program 
will look for it first In drive 1 and then drive 2. If II is not in 
either you will be prompted to Insert it. Tile first action is to 
analyse your document. You will be told how many words have 
been used, how many sentences there are and how many 
paragraphs as well as the average word length. Then the 
spelling will be cheeked In alphabetical order throughout the 
doc ument. Tile method is slow but it works well and and 
Incorrect or unrecognised words will be highlighted for action 
as they are reached. You may cither accept the word. In which 
c ase all further occurrenc es will be Ignored, ignore the word so 
that It will be flagged again if found or have the program learn 
the word and Insert it into the dictionary for future use. Words 
which you use often can thus be added to the dictionary 
automatically so that each time you use the spelling checker 
its vocabulary expands. If a word Is Incorrec t you simply edit it 
and resume the check. When it Is finished you can replace the 
original document on disk with one keystroke. One point to 
bear in mind Is that, being a British program, it checks for 
English and not American spellings! 

The spelling checker has other uses. You can use the disk as 



a straight dictionary. If you don l know how to spell a word Just 
look It up by typing the first few characters and you will be 
shown all of the words that begin with those characters. Whilst 
the program cannot check grammar, you can display all of the 
words used with their frequency so that you can see if. for 
example, you have used nice' or great' too many limes. 



THE ORIGINAL 
CONCLUSION 

Superscript's manual Is several limes the size of this maga 
zlne so you see that II is possible only to scratch the surface In 
a review. The program was originally written for the Commod 
ore but the Atari version Is no straight dump' to another 
computer. In fact Precision Software have produced a remark 
able program tailored especially for the machine They have 
discovered and used more of the facilities of the XI. and XE 
computers than many of the well established companies In the 
Stales who have been writing Atari software for years. I will 
finish by repeating that for Ihe serious user this is the most 
Important program to appear this side of the Atlantic. It 
heralds the final recognition of the Atari as a serious compu- 
ter, something we have known all along. 



TODAY'S CONCLUSION 

I can recall being absolutely knocked out by Superscript 
when it was released and 1 had the opportunity to lest a beta 
version and make recommendations for thr final release. Su 
perscripl became Ihe word processor lhat was used to produce 
PAGE 6 las it then was) for many years. Retyping this review, 
the astonishing thing is Just how advanced Superscript was 
with almost all or the features I use today In what 1 consider to 
be the best word processor on the ST. In fac t it still has one or 
two features that are not found in any word processor on the 
ST! 

Superscript has not aged In any way. it remains the finest 
word processor for the Atari Classic. All that has changed Is 
the price. At Its launch In 1985 11 retailed at £69.95 but today 
you can get a c opy from Derek Fern at Micro Discount for Just 
£10.95 inclusive of postage in the UK. That has to be the 
bargain of the century! 



TRANSDISK IV 



NEW 
LOWER 
PRICE! 

NOW YOU CAN ENJOY THE PROVEN CASSETTE TO DISK 
TRANSFER SYSTEM AT A SA VING OF £7! 

li«udt* » o in* w u» i*»y mot «m noraic. mod can*!, gomca to <H toft cm) cwclc* 

• APawt wvkO garnet on on* ditt • If 0* ovoaope) ntomory on KL'ICt mocWiM 

• WW WITH Df TAILS OF OVER 300 GAUES SUCCESSFULLY TRANSFERRED 
TRANSDISK IV IS NOW JUST £12.95 • ONLY FROM PAGE 6 

Send a cheque or postal order with the order lorm on our Acceeeory Shoe pege 
or Knrl write Credit cetd order* accepted by telephone on 0785 213928 
Send Co PAGE a. P.O. BOX 54. STAFFORD. ST16 1DR 

Poet fee* at UK Ovaraeaa peM*e add C2 postage 
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THE ACCESSORY SHOP 

ISSUE 59 



The Accessory Shop is a 
fundamental part of Page 
6 providing support for 
the production of New 
Atari User magazine - 
without sales from the 
Accessory Shop it would 
not he possible to produce 
a high quality magazine 
for the Atari Classic. Of 
course the Accessory Shop 
also provides you with 
one of the few remaining 
sources of software and 
other accessories for your 
machine. Remember that 
each time you place an 
order with The Accessory 
Shop you are ensuring 
the continuance of the the 
magazine that is dedi- 
cated to the Atari Classic. 
Look here before you look 
elsewhere! 



A BRAND NEW XL/XE ROM CARTRIDGE! 

EXCLUSIVE TO PAGE 6! 



HYPNOTIC LAND 



Yes. believe it or not, we have tracked down a brand 
new ROM CARTRIDGE (or the XL XE from Lindasott 
in Italy who have produced this In conjunction with 
Atari Italy. 




HYPNOTIC LAND is a version ot the massive ST hit 
KLAX - a highly addictive, highly entertaining game that will challenge you to complete the tlrst 
lew levels and have you coming back for more - again and again! 

The aim in HYPNOTIC LAND is to redirect mineral elements in the torm ot coloured balls into the 
corresponding coloured cup at the end of a ramp. To do this you must place arrows on the ramp 
to redirect a ball Into an adjacent column. Remember to only put green balls Into the green cup 
and so on. It seems easy but once you have mastered the first level, some despicable monsters 
start to appear to try and steal the balls. You can shoot them with the |oystick but don't forget you 
also have to keep one eye on the ramp! Sometimes special shining extra-balls will appear which 
can go in any cup and give bonus points. 

HYPNOTIC LAND requires skill, concentration and quick reflexes. Can you manage It? 
Like all the great classics a simple concept that has provided the foundation for a stunning and 
addictive computer game 

HYPNOTIC LAND is on ROM CARTRIDGE and will run on all XLXE machines 

A BRAND NEW ROM for £12.95 



CABLES 



Some cables a 
those needed I 
the cable you i 



I quite difficult to find but we stock most of 
r the XL XE or the ATARI ST. Check to see If 
ed is here 



— I I I 'I I I 

XLXE 1 METRE SERIAL CABLE 
850 INTERFACE TO ST 
XLXE TO MONO MONITOR 
XLXE TO SCART 
XL XE TO COMPOSITE VIDEO 

REPLACEMENT JOYSTICK CABLE 
3 METRE JOYSTICK EXTENSION 
CENTRONICS PRWTER EXT. (1 m.) 
CENTRONICS PRINTER EXT (2 m.) 
CENTRONICS PRINTER EXT. (3 m.) 
Our c 



£8.95 JOYSTICK MOUSE EXTENDER £5.95 

£8.95 REPLACEMENT MOUSE CABLE £2.95 

£4.95 2 METRE CENTRONICS CABLE £7.95 

£595 3 METRE CENTRONICS CABLE £9.95 

£3.95 ST TO 850 INTERFACE £8.95 

ST NULL MODEM CABLE (2m.) £ 8.95 

2 METRE FLOPPY DISK DRIVE £1 5.95 

£ 3 95 520ST TO PHILIPS 6533 MONITOR £12.95 

£4.95 1 040ST 520STFM TO SCART £12.95 

£1495 MONO COLOUR SWITCH UNIT £19.95 

£16.95 PAIR OF MIDI LEADS £8.95 

£10.95 ST TO HITACHI TV £11.95 



are obtained from one of the UK's leading cable manufacturers and 
use the highest quality components. You can pick up cheaper cables else- 
where but they often use inferior quality components which may cause loss of 
data and other problems. Extension leads In particular need to be made to the 
to ensure Integrity ol data Iranster 



DUST COVERS 



We still have many dust covers in stock but due to r 
price increases in the cost of our preferred material It is 
doubtful whether we will be able to obtain dust covers of the 
required quality In future. Buy now while you can. 



E3EEB3I 



65XE £4 

400 C4 

800 E4 

800XL £4 

130XE £4 

410 OLD Cassette £3 

410 NEW Cassette £3 

1010 Cassette £3 

XC11 Cassette £3 

XC12 Cassette £3 

810 Disk Drive £3 

1050 Disk Drive £3 

1020 Printer £3 

1027 Printer £4 

XMM801 Printer £5 



35 MEGA ST COMPLETE £9.95 
95 MEGA KEYBOARD £4.35 
95 1040ST/STE £4.92 
35 520STFM STE £4.95 
35 Stacked SF Drives £4.35 
25 SM124 Monitor £5.95 
25 SM1 25 Monitor £5.95 
25 SM1 224/5 Monitor £5.95 
25 SMM804 Printer £5.95 
25 PHILIPS 8833 Monitor £5.95 
95 PHILIPS 8533 Monitor £5.95 
95 

95 Covers tor many other Printers 



Most of our dust covers are of 
lo match the colour of the 
later stacks may be of beige 



translucent (see-lhrough) PVC with piping 



HOW TO ORDER 

When you receive your copy of New Atari User you will find an order form 
enclosed detailing every item available this Issue - simply complete and 
return It, we will send you another order form with your goods. If you don't 
have an order form, don't worry, jusl drop us a line - you don't have lo use 
the order torm. 

Don t forget you can also telephone your order and pay by credit card - 
lust pick up thai phone and dial 0785 213928 and your order will be on its 
way with<n 24 hours 



PUBLIC DOMAIN 



The Accessory Shop has the largest and best selection of 
PUBLIC DOMAIN and SHAREWARE DISKS available for the 
Atari Classic. You will find the latest updates enclosed with 
every issue ol New Atari User. Treat yourself to some 
stunning programs at minimal cost 
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STILL FOOTBALL 
CRAZY! 



You still have a chance to catch up on the foot- 
ball scene with three of the best footy games 
around. Take the chance now and see if you can 



KENNY 
DALGLISH 
SOCCER 
MANAGER 



mm 



The ultimate in football management games. For the first time in a 
football management simulator Kenny Dalglish s Soccer Manager 
combines stunning top-notch full colour graphics with a tun- 
packed game design which will leave you breathless with its great 
features. It has an amazing easy to use icon-drive play system and 
the exciting gameplay Includes: full four division league, detailed 
graphic highlights, board of directors tor detailed performance 
reports, detailed game strategy, half-time updates, substitutes, 
!n|uries. suspensions, full transfer market and lots, lots more! 

CASSETTE ONLY OUR PRICE £2.95 



BACK IN 
STOCK! 


TRIVIAL PURSUIT 




The classic board name translated to the Atari 
with addid auefuoa power. Horn you can 

graphics as «>M as slraiuiit lest. An ideal rami- 
5 name or one sou can ,.la. on vinir own. 




Oscr < questions and all the mechanics of 

the game taken care ot In the computer. Trivia 
has never been so much tun and has never 
been available before at this price! 


DISK 
ONLY 


Originally £14.95 

OUR PRICE £4.95 



1 



DISK 
ONLY 



GRUMBLE'S CRISIS 

i 'upturn (rumble was one Of the characters 
ih.it found j unique pl.n v in the hearts of 

m.Miv Uarladdkts. rate truh Eafltea creatn 

will warm your heart tiH> as hi- rushes m 

trying In round up the Ku//ies who have 
escaped from the Inter-galactic /.imi. * an vnu 
find and snare the Ku//ics throughout ull five 
levels or this game'.' Be warned it's mil easy: 

Originally £9.95 

OUR PRICE £2.95 



STILL AVAILABLE 



TWO POPULAR ROUS BACK IN STOCK 
RIVER RAID - ONLY £3.95 
KABOOM-ONLY £2.95 

See previous issues for full descriptions 
of these great games 



FOOTBALLER OF THE YEAR 

You're a 17 year old apprentice in the 4th 
Division with only £5,000 and 10 goals to 
your name. Have you got what it takes to 
cope with the trauma of transfer deals, in- 
juries and other match day problems, while 
displaying skill and professionalism in match- 
es throughout Europe? Rise through the divi- 
sions, outclassing rivals on the way to prove 
you are the best and gain the highest acco- 
lade .... Footballer Of The Year! 

OUR PRICE £1.95 




LEAGUE CHALLENGE 

Manage your favourite football team your 
way. No more matches lost because the man- 
ager chose the wrong team or played a wrong 
combination. Now is your chance to go lor 
Division One. Maybe even win the League 
and Cup double. Who knows, you may even 
find the manager's job is more difficult than 
you thought. 



OUR PRICE £1.95 cassette 

ONLY 




CLASSY CASSETTES 



SPEED HAWK 



.-hit 



ull pi 



oiling are; 

ie in which you must defend the ring worlds 
r solar system from the menace ot spate pi- 
s. You alone can pilot the single sealer light 
Will lain the task of destroying the mutant 
rdian (hut protects the fleet of pirate ships 




Originally £H.95 OUR PRICE £2.95 

BOULDERDASH 



If you had to name just a handful of Atari classics, 
Itoulderdash would surely he aiming them. I he origin- 
al game of collecting jewels w hile avoiding lulling 
boulders still has the appeal it had when first released. 
Quality programming, great concepts and a lovable 



. >i nu must have il i 



r coMectloal 



OUR PRICE just £1.95! 



CASSETTES ... CASSETTES ... CASSETTES ... CASSETTES ... CASSETTES 



Don't forget if you don't have a disk drive, you don't have to miss out on the. fun .. In fact you probably have an even 
bigger choice! See the inside front cover for our cassette offers which include these great games 

* TRANSMITTER ft KIKSTART ft 180 ft SIDEWINDER II ft GHOSTBUSTERS ft NINJA ft ROCKFORD ft PROTECTOR ft ROGUE 
ft UNIVERSAL HERO ft HENRY'S HOUSE ft BOMB FUSION ft MILK RACE ft GUN LAW ft REVENGE II ft DESPATCH RIDER 
ft INVASION ft LOS ANGLES SWAT ft SPEED ZONE ft FEUD ft PANTHER 

nt cover for full details 
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LIMITED STOCK ITEMS 

ALL ITEMS FOR XL/XE ONLY 



INCLUDING NEW ITEMS NOT PREVIOUSLY LISTED 

These items of software are new to us or are replacements for items previously sold out 
Some are in short supply and may not be available again. Get them while you can! 



WAR GAMES 



NATO COMMANDER | DECISION IN THE DESERT 



ADVENTURES/ROLE PLAYING 


|THE ETERNAL DAGGER 




JINXTER 


Many consider the SSI role-play- 
ing games to be among the best. 
This Is the follow up to the best- 
selling Wizard's Crown 
DISK 

Original price £24.95 

OUR PRICE £8.95 


An adventure from Magnetic 
Scrolls, the team that set new 
standards In adventure design 
Requires 1050 or XF551 drive 
DISK 

Original price £19.95 

OUR PRICE £7.95 



GAMES 


ENCOUNTER 


Three-dimensional high speed action in this classic that has been 
hard to (Ind for some time. Based on Battle/one this line arcade game 
was the first to have true 3-D and It outclassed most other games 
before and since. Experience one of the best games of all lime now 
before It Is loo late! 

CASSETTE ONLY OUR PRICE £2.95 


TENNIS 


1 STAR RAIDERS II 1 


Great sports tun either against 
the computer or another player, 
singles or doubles All the shots 
are here tor top class action 
ROM CARTRIDGE 
Normally £12.95 

OUR PRICE £6.95 


The original Star Raiders updated 
with better graphics and sound. A 
great follow up to an all time clas- 
sic that set new standards 
ROM CARTRIDGE 
Normally £14.95 

OUR PRICE £7.95 




BLUE MAX 


SUN STAR 


Everyone must have heard of this 
World War Two 3-D flying 
game.We no longer have the ROM 
cartridge but this classic can be 
yours on disk for a lowly sum 
DISK ONLY 

OUR PRICE £2.95 


The Sun Star Is the fastest and 
most powerful craft ever built and 
you must pilot it to recover crys- 
tals from the sotar grid. A slightly 
different arcade game. 

DISK ONI N 

OUR PRICE £2.95 




SPINDIZZY 


PAC-MAN 


Well known and highly regarded 
game in which the aim is to explore 
and map a 3-D world. Excellent 
graphics and testing puzzles 
DISK ONLY 
Original price £9.95 

OUR PRICE £4.95 


Possibly the most well known of all 
computer games. Still a classic end 
still in demand 

ROM CARTRIDGE 
Original price £12.95 

OUR PRICE £6.95 






SMASH HITS 7 


INTERNATIONAL KARATE 1 


Four great games • Colossus Chess 
3. Electraglkfe. Blue Max and Alley 
Cat. This sold out very quickly last 
time! 

DISK 

Original price £14.95 

^)UR PRICE £3.95 | 


Atari owners waited years for this 
and when it finally arrived everyone 
raved over it. Still the best karate 
game around. 

DISK 

1 OURPRICE £4.95 [ 

■ — 



You are commander of Nato and 
your task is to defend Europe 
from Soviet invasion. Top class 
graphics, five scenarios 
DISK 

Original price £14.95 

OUR PRICE £5.95 



Take command at the Battle ol El 
Alamein. You can lead either side 
In this accurate simulation Irom 
the creators of F-1S Strike Eagle 
CASSE III 
Original price 1 14.95 

OUR PRICE £5.95 



DECISION IN THE DESERT I PANZER GRENADIER 



Take command at the Battle of El 
Alamein. You can lead either side 
in this accurate simulation Irom 
Ihe creators of F-15 Strike Eagle 
DISK 

Original price £14.95 

OUR PRICE £7.95 



A wargame ol German armoured 
Infantry on the Eastern Front. 
Five historical simulations, skill 
levels, joystick control, graphics 

DISK 

Original price £19.95 

OUR PRICE £9.95 



FIELD OF FIRE 



From the sands of North Africa and the beaches ot Normandy to Ihe bridges ol 
The Roer end the forests of The Ardennes you'll teed Easy Company into Ihe 
:al simulation I* historically accurate 
alter history. To heighten 



DISK ONLY 



■edlacy during play, special i 



OUR PRICE £6.95 



NIBBLER 




FS2 SCENERY DISKS 


Slinking through an unknown land Nib- 
bier finds himselt in an iridescent world 
of constant change. As time grows short 
his body grows longer and he risks run- 
ning into himself Can he survive? 
DISK ONLY 

Original price £9.95 

OURPRICE JUST £1.95!! 


WE HAVE A LIMITED 
NUMBER OF SCENERY 
DISKS IN STOCK 
AT £14.95 EACH 
- PLEASE PHONE 
FOR DETAILS 


SIMULATIONS 


I MIG ALLEY ACE 




SOLO FLIGHT 1 


An aerial combat simulation set 
in Korea with 3D graphics, cock- 
pit instrumentation, different skill 
levels and much more 
DISK 

Original price £14.95 

OUR PRICE £6.95 


A very neat flight simulator, not 
as complex as FS2 but still with 
the real leel ot flying. Ideal to 
learn on before trying FS2 itself? 
DISK 

Original price £14.95 

SOLD OUT 


1 SARGON III CHESS 




COLOSSUS CHESS 4 1 


Regarded by some as Ihe finest chess 
simulator of all Nine levels Irom begin, 
ner to master. Ideal to team with as the 
m«nu»l teaches all the fundamentals ol 

disk ONLY 
Original price £16.95 

\ OUR PRICE £5.95 


Claims lo be the best chess prog- 
ram ol all. The writers ol Sargon III 
would disagree, but there is no 
doub this Is a fine chess simulation 
particularly lor advanced players 

< xssi l n ONI \ 
Original price £14.95 

OUR PRICE £6.95 



WB SUGGEST THAT YOU CHECK AVAILABILITY OF THESE ITEMS BY TELEPHONE 
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Here's the list of all the other items still in stock. Many of 
these programs will be familiar but if you want to know 
more check out the past couple of issues where all of these 
programs have been more fully described. Some real clas- 
sics and some great bargains! 



GAMES 



GAMES 



MOON PATROL 

Your beat Sector Nine, home ol the roughest, 
toughest thugs in the galaxy Great 3D graphics 
and good music in this arcade conversion. 
ROM Normally £12.95 OUR PRICE £6.95 

MISSILE COMMAND 

Another of the all time classic arcade games that 
has you defending cities Irom missile attack For 
one or two players 

ROM Normally £14.95 OUR PRICE £5.95 

ZAXXON 

One ot the all time classics tor the Atan, Zaxxon set 
new standards with its unique 3 dimensional battle- 
tield and great graphics 

DISK Normally £9 95 OUR PRICE £2.99 

TAIL OF BETA LYRAE 

Our A Z ol Atan Software series says "The ultimate 
Scramble clone with superb graphics and music " 
A great horizontal scroller 

CASS OUR PRICE JUST 99p 

FIGHT NIGHT 

Fight Night brings you all the thnlls ol the boxing 
ring as you face the most brutal fighters ever in five 
separate battles. 1/2 players. 
ROM Normally £14 95 OUR PRICE £7.95 

ZORK 1 

One ol the most lamous adventures ol all time 
Classic Inlocom in the original box and packaging. 
A real bargain! 

DISK Originally £29 95 SUPER PRICE £2.95! 



BOOKS 



EASY PROGRAMMING FOR 
YOUR ATARI MICRO 

This book went out ol print 3 years ago and we 
have been searching lor a replacement ever since 
We are absolutely delighted to have found more 
stocks ol one of the best beginner's books ever 

NEW REDUCED PRICE £4.95 

MICRO ENQUIRER 

A large tormat book that covers the world of micros 
m general with some specify Atan sections The 
book contains a lot of worthwhile background infor- 
mation on home computing 
Published pnce £8 95 OUR PRICE £2.00 

ATARI ADVENTURES 

An excellent book written by adventure expert Tony 
Bridges covering adventures in general and show- 
ing how you can write your own adventures 
P<Wsned|»nce£595 OUR PRICE £1.50 

WRITING STRATEGY GAMES 

II you are ted up with simple arcade style games 
but are not sure of the maths required in writing 
thinking games like chess here is a book that will 
help you out 

PMshedpnceCSBS OUR PRICE £1.50 



ROBOTRON 2084 

You're the only being left who can defend humanity 
against the Robotron armies! You've gol to move 
quickly lo rescue the defenceless humans 
ROM Normally £12-95 OUR PRICE £6.95 

US FOOTBALL 

American Football is now a big cra2e in this country 
and you can now play at home Outsmart the 
defence, make tackles, select plays and more 
ROM Normally £12.95 OUR PRICE £6.95 



APPLICATIONS 



LETTER WIZARD 

For those who need a little more sophistication in a 
word processor. Letter Wizard gives you all ol the 
features you would expect 
DISK Original P«* £19 95 NOW £5.95 

INVITATION TO PROGRAMMING 2 

Entitled Writing Your Own Programs, comprises 
TWO cassettes and TWO workbooks and does not 
require Invitation To Programming 1 
CASS OrynalPnce £12.95 OUR PRICE £2.95 



EASTERN FRONT (1941) " U ?»C PAINTER 



The classic war simulation by Chris Crawford that 
astounded Atari users when it was released Based 
on Operation Barbarossa on the border of Russia. 
ROM Norma* £12 95 OUR PRICE £6.95 

SUPER BREAKOUT 

Breakout was the original simple yet totally addic- 
tive game and this enhanced version will provide 
even more addictive fun. Needs paddles 
ROM Normally £9 95 OUR PRICE £3.95 

ONE ON ONE 

Play basketball with two of America's top players in 
this great sports simulation which leatures realistic 
offensive and defensive moves 
ROM Normally £14 95 OUR PRICE £6.95 

CAVERNS OF MARS 

Winner ol one ot the first Atari programming com 
petitions, this was one ol the lirsl vertical scrollers 
and remains much sought alter LAST FEW WITH- 
OUT BOX BUT WITH FULL ORIGINAL MANUAL - 
DISK LOW PRICE £4.95 

KABOOM 

Challenge the master bomber as he tries to bomb 
you out of sight Great fun. especially for the kids 
who will love it 

ROM Ownalty £12 95 SPECIAL PRICE £2.95 

RIVER RAID 

One ol the classic scrolling games in which you 
tight your way up river, bombing and shooting ev- 
erything insight 

ROM Ongra/fy £14 95 SPECIAL PRICE £3.95 

MAXWELL'S DEMON 

A simple yet challenging puzzle game which will get 
you totally addicted. In tact two games in one for 
double the fun 

DISK O n gmaHy£9.95 OUR PRICE £1.99 JUGGLES RAINBOW 



An exciting educational program that helps to teach 
music by using colours instead ot notes For chil- 
dren or adults alike 

DISK Originally £14.95 OUR PRICE £7.95 

MACRO ASSEMBLER 

The Macro Assembler will allow you to create your 
own machine language games and applications 5 
times taster than with the Assembler Editor 
DISK Norma* £19 95 OUR PRICE £7.95 

PLANETARIUM 

A fascinating look at the heavens Over 1200 stars. 
88 constellations, the solar system and more than 
300 deep-sky ob|ects are depicted 1050 DRIVE 
ONLY - please stale when ordering it you have a 
US Doubler 

DISK Norma«y£I695 OUR PRICE £ 6.95 

PROOFREADER 

Users ot Atanwnter will be delighted with this, the 
long lost spelling checker tor the Atanwnter car 
tridge! 

DISK OUR PRICE £5.95 

MASTERTYPE 

Now anyone can learn to type whilst playing a 
challenging game One of the original game based' 
typing tutors and a bargain priced ROM 1 
ROM nW>£14 95 SOLD OUT 

BASIC CARTRIDGE 

Some programs, especially some early public do- 
main programs won t run on the XL'XE but they will 
it you plug in the old version ol Basic. 
ROM OUR PRICE £3.95 



EDUCATION 



MR ROBOT & HIS ROBOT FACTORY 

One ot the most lamous platform games that has 
you running and jumping over everything in sight A 
really classy game 

DISK OrigHolly £9 95 OUR PRICE £1.99 

STRANGE ODYSSEY 

At the galaxy s rim. there are rewards aplenty to be 
harvested from a long dead alien civilization Fabu- 
lous graphic adventure 

DISK Ongmlpncea9 95 OUR PRICE £7.95 



A first computer experience for children aged 3 to 6 
that teaches the concepts ot above, below, left and 
tight plus letter recognition 

DISK CASS OUR PRICE £5.95 

JUGGLES HOUSE 

Another lor 3 to 6 year olds teaching the concepts 



House and Toyshelf 
CASS 



OUR PRICE £5.95 



SPECIAL OFFER ■ PURCHASE BOTH 
JUGGLES PROGRAMS FOR JUST C9.95! 
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SHOW REPORT 



ECT AUTUMN 



Damon Haworth 
takes the long 
trek South to see 
how the trade 
view the future 
of the ST 



Following the entertaining Invasion 
of London with the Syke Compu 
ter people last Spring we went • 
again to the European Computer Trade 
Show In September. Same business cen 
Ire and same blue bit of Ihe Monopoly 
board only this time we were yip's! I 
rather hoped that this would mean entry 
to Interesting seminars and mueh fore- 
lock touching but no. What it did mean 
was free coffee arid biscuits at will In a 
special lounge. 

The big news for Ihe Atari lovers In 
this world was the unveiling of 
the Falcon accompanied by a 
seminar that unfortunately 1 missed 
owing to the fact It started too early for 
we Northerners to get to. Still the Atari 
stand was there and It had one on view. 1 
walked all the way round the stand look 
Ing for this new beast and all I could sec 
was a 1040. Then 1 looked again and saw 
the logo was in rainbow colours. This 
was it. the new machine! I fell it was 
rather cunning to disguise it from any 
Commodore eyes this way so 1 stood and 
watched the demo program. 
The program was a picture display 
showing several GIF type files in good 
resolution but there was nothing else of 
note here. 1 went to find a representative 
to chat to and eventually found someone. 
They were very friendly and I even got 



coffee from them 1 then discussed things 
Atari. Firstly 1 approached the Falcon vs. 
ST problem. The olTiclal line from Atari 
UK seems to be that the ST still has a 
long term future and that It Is seen as an 
entry level machine for family compuling. 
This is evidenced by their new aggressive 
pricing policy and bundling of the family 
curriculum pack. The Falcon is not an 
upgraded ST despite sharing the same 
style of box and allegedly being compati- 
ble with most ST software. The Falcon Is 
a thirty two bit machine with multi-task- 
ing capabilities. It is almost capable of 
delivering the lull PC VGA colour spcclfl 
cation and when compared to the AMIGA 
600 has much more versatility and style. 
The machine looks very good with quite 
advanced specilicaiions. which by now 
all will have seen in all the press releases 
so I shall not bore you again with the 
details. Unfortunately there does not 
seem to be a software base of great depth 
for It. 

To my mind this Is what the ST should 
have been but I am not sure if it is not a 
little late for lis Atari's salvation. On the 
other hand with my 1040 going on the 
blink again. It would not go amiss should 
Atari wish to prove me wrong and send 
me one to use lor a while! 

Other Interesting titbits to come 
from the Atari stand were on the 
Lynx side. I had the opportunity 
to try the new NFL Football release and 
that was a sizzling good game. The col- 
ours and play designations were strong 
and the teams were statistically accurate. 
I received Information on other Lynx re 
leases imminent wiihln the next lour or 
five months Including Eye or the Behol- 
der. I felt that was an adventurous and 
brave leap for a hand held and if it Is at 
all playable would make a Lynx well 
worth buying. The game Is very good on a 
desk top machine and takes the 
Dungeon Master system several stages 
beyond the basic 315 generation we are 
used to. In the mldsl of bias! em and 



splat cm from Sega and Nintendo It 
seems that Ihe Lynx has the chance to 
come of age next year. 

Other titbits from the computer world 
came (ran Mlcroprose and Psygnosls. 
Psygnosls have unveiled Lemmings 2 
which promises bigger and better sprites 
and a slightly different gameplay. This 
was to be a special display on the Tues 
day of Ihe exhibition and. sadly, owing to 
real work I could not slay so long. Mlc- 
roprose on the other hand did point out 
that they were 85 to 90 per cent certain 
to bring Civilization out on the ST. This Is 
still only a maybe despite the facl that 
certain large magazines have stated it for 
a certainty. 

The most worrying part of my discus- 
sions seemed to be a consensus with the 
software writers that ST support could 
well fail soon and that the Impetus to 
create even conversions was lalllng. The 
other somewhat perturbing thought they 
were sharing was that they were not 
rushing to support the Falcon until Its 
sales showed It to be worthwhile. I sug- 
gested that It needed the software sup- 
port lo break into the market and re- 
ceived nothing more than sage Catch 22 
nods. 

I came away from the show feeling 
somewhat despondent for the future 
of the Atari world, although the new 
mult! media world was seen to be beck- 
oning with loud noise and flashing lights. 
One final thought from Mlcroprose and 
Sierra on Unc was Ihey foresaw no prob 
lems with PC support for the next eight 
een months or more but both felt that 
Amiga support would fail somelime In 
the next six to twelve months. 
Do not despair for hardware Is becom 
Ing media lead and surely, as the Atari 
representatives pointed out. with nearly 
three quarters of a million users out 
there the ST will not fold ovemighl. Keep 
the flame burning and a demand going 
and then there will still be ST software 
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Flight Simulation 



OSCAR DELTA ONE 
CLEAR FOR TAKE-OFF? 



Ill 




lal pilots 



!:iO p;i 



ual 



ally well pro- 
duced, and has . 
couple of Uitoha 
sections as well ; 
the usual nitty 
frilly detail. 
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For ages now ST llighl simulation 
Ingly unending stream of air com- 
bat simulators, all very similar except lor 
the type ol aircraft they portray. A320 
Airbus irom German software house Tha- 
llon breaks the pattern by providing a 
simulation of a civil airliner. That's right 
- no guns, missiles, or "bandits at ten 
o'ekx-k. high!'' lor once. Tills program is 
all about taking oil. flying from A to B. 
and landing safely with the MINIMUM of 
excitement! Sounds boring'.' Well, it all 
depends on your point of view. 
When designing the program the author 
consulted Lufthansa (who operate 
A320's|, Deutsche Airbus (who help build 
them), and Jcppesen Germany (produc- 
ers of radio navigation charts lor the 
world's airlines) to ensure the program Is 
as realistic as possible. With all that 
heavyweight input you'd aped the prog 
ram to be pretty good, wouldn't you? 
Well, you'd be right up to a point 



UNEXPECTED 
SURPRISES 

Airbus is beautifully packaged, and the 
box includes some unexpected surprise 
items. As well as the instruction manual 
and one double sided program disk you 
also gel a large high quality colour poster 
showing Ihe flight deck or a real A320 
Airbus: a set of High Altitude Enroute 
Charts: and a set of ll-S (Instrument 
1-andlng Systrml Approach Charts. These 
arc genuine Jcppesen charts as used by 



training flight and 
another using the 
radio navigation charts and radio aids 
exactly what's needed to gel you quickly 
familiarised with the simulator's main 
features. 

However, the manual does get a little 
confusing In places. It's written for the 
Amiga (hack, spit!) and a couple of 
keyboard controls are different on the ST. 
but you're not told this anywhere. These 
are for changing the preselected heading 
on the NAV-2 radio: <A1.T lcft> and 
<AMIGA lel!> keys on the Amiga become 
<Clr Homo and <lnsert> keys on the ST 
keyboard. Even worse. Ihe ST version of 
Airbus Is supplied on ONE disk not two 
as described In the manual, so don't 
panic about being a disk short (as I did!). 
You can't back up the lllol Log disk 
before use as instructed as there Isn't 
one. so back up the program disk Instead 

this also holds the I*llol Log. An update 
sheet for the manual was included, but it 
didn't mention these points anywhere. 
Biadl mark. Ttiallon! 

As with the night combat simulators 
Airbus has a scenario you're a new pilot 
and have to work your way up ihrough 
Ihe night crew ranks. Hut here you don't 
get promotions by killing people - you 
achieve II by NOT killing them. I.e. by 
ftying safely! If you do you'll gain promo- 
lion from Student IHol up Ihrough Pilot. 
Senior lllol. Commander, to the exalted 
rank ol Chief Riot. In real life it can take 
18 YEARS to reach this position, but 
hopefully you'll do it more rapidly In Ihls 
simulation! 

You progress by making a number of 
successful Duty lllghts. on which your 
performance must satisfy certain pre- 
scribed Criteria. You must land at the 
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llight plan, and 
he runway must I 
rcrafl pitch, roll. 
ML and tnurhdnt 



polnl must all be close to optimum. Your 
fuel reserve must be correct too. Ideally 
you should land with just 2500K« re- 
maining. This means you have to calcu- 
late your fuel requirement and usage 
pretty accurately when doing your night 
planning. 



RANDOM 
WEATHER 



To make life harder I he program sets 
random weather conditions on Duty 
nights, wtlh worse conditions Ihe higher 
your rank. Also, you have to Ik- capable 
ol living using fewer autopilot functions 
as your rank increases, until as Chief 
Pilot you must be able to take off. rty. and 
land Airbus entirely unaided. Not easy! 

Promotion is achieved by scoring at 
least 75% against the criteria mentioned 
earlier on a special Qualification lllghl. 
Once In a rank you maintain your post 
lion there by taking a Standardisation 
Check night for every four Duly nighls 
completed. The pass mark here Is 66%. 
so you need to maintain a reasonably 
high standard or fare demotion. Your 
progress Is recorded on disk in the lllot's 
Log for use In future sessions. 

On starting the program you meet the 
Flight Controller, who asks you whether 
you're on a T raining or Duty llight. the 
latter counting towards your career prog 
ress. You then have to Hie your night 
plan, which involves specifying your de 
parturc and destination airports, lime of 
departure, number or passengers and 
weight or freight on board, and weighl of 
fuel lo be loaded. You can also choose to 
ny under Visual Flight Rules (VFR) or 
Instrument Flight Rules (IFRT. lor clear or 
cloudy weather respectively. Choosing 
1FR lakes you to a Weather Briefing 
screen, where you're told (or can set) 
Cloud base and lop heights. There's no 
provision for wind vclixity or turbulence 
though, which Is a pily. Then. It's out to 
the aircraft lo begin your llight 



by John S Davison 



INTO THE 
COCKPIT 

Your view Irom Ihr cockpit Is the usual 
one - instruments in the lower part ol the 



Instrumentation looks a little strange at 
first, but you have to remember the Air 
bus has many traditional aviation instn 
ments replaced by computer displays. 
The ST version isn't quite the same as 
that shown in the manual, as a lew of U 
features have been left out. However, ev 
erythtng you need is clearly displayed. 



rhe 
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part of a taxi track and the runway 
threshold at this stage. Views through 
the left and right side windows (the only 
other viewing optionsl don't show much 
more either. 

After starting the two engines, setting 
your radio navigation equipment for the 
appropriate beacons, and lowering the 
flaps and slats to their lakcoff positions, 
you taxi the short distance to the runway 
threshold, using mouse or Joystick for 
control. Then after locking the course 
Into the autopilot, you wind up the en- 
gines to full power and roar down the 
runway. 

Once off the ground you pilch up to the 
required climb rale, retrael the landing 
gear, and turn on the Electronic Flight 
Control Syslcm. This makes sure you al- 
ways stay within the Airbus's recommen- 
ded flight envelope by automatically eon- 
trolling pitch and engine power to pre- 
vent stalling. There's also a Hold Speed" 
function, which makes the Airbus fly at a 
selected true airspeed by controlling en 
glne power as required. When you reach 
cloudbase the outside view flickers and 
flashes before being blotted out by the 
cloud, just as in real life. Nice toueh. 

Scenery detail is virtually non existent. 
The land is flat, broken only by rivers, 
lakes, and the sea. plus shaded areas 
used to represent towns, and the airports 
themselves no roads, buildings, moun- 
tains, or anything similar appear. This 
makes visual navigation very difficult, so 
you have lo rely on radio aids, which Is 
what happens In real life anyway. You 
have VOR and ADF radio beacons, plus 
the IJME and ILS aids mentioned earlier 
at your disposal. With these you can 
navigate anywhere as long as you know- 



how to read the Jeppesen charts 
provided. 



NAVIGATION 
CHARTS 

l<ong range navigation is handled using 
the Jeppesen High Altitude Enroute 
charts. There arc four of these, covering a 
large chunk ol Western Europe between 
first sight I hey look frightening 



still possible to crash when doing a fully 
automatic landing if you're not careful. 
The manual is a little contused on the 
subject 1 think It lost something in the 
translation from German but there 
seems to be a dead zone" around the 
airfield Inside which you must not inill 
ate the automatic landing sequence. If 
you start at least 8 miles out (as Indi- 
cated on the Airbus's UME (Distance 
Measuring Equipment) radio you should 
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I found my long experience flying Sub 
logic's Flight Simulator 2 a great help In 
flying Airbus, parti- 
cularly having read 
Jonathan M Stern's 
book "Flying On In- 
struments with 
Flight Simulator" 
(from Compute! 
Hooks), which ex- 
plains all the ion 
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ly complex, as they show all the majo 
routes, radio beacons (almost 330 of 
these!), and radio frequencies for the 



departure point lo des 
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When close lo your destination you neet 
to use the Jeppesen H.S Approach 
charts. These show the layout and 
approach pattern for every airport in the 
simulation, of which there are about 90. 
Like the Enroute charts these are essen- 
tially the real thing, so you're using the 
tools a real pilot uses. You can manage 
without Ihem though, and leave all the 
hard work to the autopilot. 

The Airbus has an amazing autopilol 
system. It can automatically fly the air- 
craft through a complete approach and 
landing pattern - without the pilot 
touching Ihe controls. It uses the ILS 
radio aid installed at all major airports - 
you Just have to lune the Airbus's navi- 
gation radio to Ihe correct ILS frequency 
and the Airbus will land Itself! 

Actually. It's not quite lhal simple. It s 



ail. They apply Just 
as much to Airbus, 
so if you can handle 
radio navigation in 
FS2 you'll have no 
trouble here. 
Airbus makes a 
nice change from all I hose flight i-ombat 
simulators. However. I found It rather 
weak on the sound and graphics fronl 
and felt it didn't really do much that the 
l-ear Jet option In Flight Simulator 2 
can'l do. True, you get the fancy auto- 
pilot approach options and the challenge 
of earning promotions, but I still think 
FS2 lakes some beating In terms of facili- 
ties, realism, and particularly graphics 
with Us wonderful 3D scenery and view- 
ing options. If you're into simulations 
you'll certainly find Airbus absorbing and 
challenging, but seasoned FS2 users may 
consider It doesn't offer enough unique 
features to warrant buying. 
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Upgrading 



THE BUTTER TRUTH 

(or how to give your ST go faster stripes) 



THE HISTORY BIT 

You've probably rime across the fact by now. Ihal the STs 
standard video chip Isn't what yon could describe as breath 
takingly quick by any stretch of the Imagination. Its frame up 
dale and ridiculously slow way that it Insists on up dating the 
screen is all due to the fad that Atari brought their desktop 
lynu know the one. lime green background and awe inspiring 
Icons) olT the shelf from Digital Research. 

This seemed alright but It was written In C and so the screen 
updates and redraws were painfully slow at times. Noticing 
this problem. Atari decided to Install our friend the Hlltler chip 
(Block Line Transfer chip) to help the ailing GEM do Us screen 
updates. What it does. In layman's terms, is takes large 
chunks of the screen and shifts them about as blocks instead 
of individual pixels as GEM normally does. This results in 
incredibly quick screen updates and no more of that annoying 
window scrolling flicker. 

THE PURCHASING BIT 

At the 3rd 16 bit Talr at Alexander Palace 1 met a rather 
Interesting fellow by the name of Hradley Koda. He runs a 
company called BEST electronics that have been keeping all 
those twiddly little bits for the Atari lor the past 9 years. So 
good is he that even Atari come to him for spares! You can buy 
anything you could ever want lor your favourite computer from 
ROM for the legendary lONG game to a contrast potentiometer 
lor the l.YNX to a complete TT 030 In bits. 

I only wanted a Blltter chip after seeing how cheap he was 
selling them for. $40.00 (approx. £26.00). For my upgrade to 
the Blltter 1 needed a surface mounted ISM) socket to go onto 
my motherboard which he said he didn't have because Atari 
have only Just started shipping motherboards with SM chips. (I 
bought mine back at the end of '89 and It is a Rev. D 
motherboard.) 

There are many different types of ST motherboard, about nine 
at the last count, not counting STE's which has about lour 
different types of its own. Some have PLCC connections, the 
ones with the pins coming down, and the others have SM 
connections with 64 small solder pads on the mother board. 

After sending Brad a letter I received a nice fat letter about H 
days later with the schematics for a Mega 1 ST which he said 
had the same kind of circuit layout as mine but In a dlfterent 
order if that makes any sense. He told me that he had received 
a very limited supply of the SM sockets and had a 1040 STF 
label for me as well which I had ordered. 



THE NERVE RACKING BIT 

My friend Ben always goes while when I mention that I am 
thinking aboul doing something techle to my ST. If any of you 
have seen the Star Wars trilogy then you will know what 
damage a light sabre can do lo a human being - a soldering 
Iron Is not dissimilar when used inside an Atari! The procedure 
of installing the Blitler chip Is an easy one but one that needs 
a steady hand, a will of Iron, a bit of know how and a hell of a 
lot of patience. 

Hradley Koda said that the installation would be easy If I 
followed the schematics and traced the two soldered short out 
pads to the BUTJNT connection on the 68000. This all sounds 
ridiculously difficult but It s not because what he is talking 
about are two sets or very small "D" shapes soldered together 
across their straight edges. Two minutes later and armed with 
a solder sucker borrowed from the lab technician at school I 
had removed both blobs or solder with Ihc help or a soldering 
iron and a steady hand. 

Now comes the nerve Jangling bit . What I needed to do was lo 
solder the SM socket to the top ol the mother board. Sounds 
simple doesn't It! There's only 64 ultra small and incredibly 
fiddly legs to solder to equally impossibly small solder points. 
The legs are bent round under the socket and have to be 
soldered through cut out sections in Its base. Well every thing 
went well and the socket was soldered down (albeit a tad skew 
whiff) and continuity checked. 

Next came the Insertion or the Blitter chip, carclully lined up 
and then pushed home with gentle shove. It didn't look right 
so I removed It and replaced It. only this time with a llllle more 
force. As any technician knows a good poke and a shove does 
wonders! The only thing left was lo turn the machine on and 
pray. 



THE RECKONING BIT 

Armed with a pair ol rubber gloves and welly boots I carefully 
turned the computer on. Well the power light came on and 
then the drive light. So far so good! After a lew nerve Jangling 
seconds the raithlul lime green plccy popped up. Well that bit 
works alright! The mouse moves and then the real test, the 
screen update, a tentative movement Into the menu bar 
showed the Desk menu and then Kile. View and dually Op 
tions. At the bottom ol the Options menu below Print Screen. 
Set Preferences and Save Desktop Is the word Bliltcr. Clicking 
on this puis a tick next to It and then you're Blitter powered. 
Drive boxes appear quicker the screen refresh Is much cleaner 
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and the menu bar and drop down menus fairly sprint along. 
Couple this to the use or a screen accelerator and you begin to 
see the advantage to having a Blltter. Now that STOS has a 
blltter c hip extension it makes a nice powerful companion to 
have on your side in the cold cruel world of computer program 
ming. 

Accpmpanying this article is a series of figures taken from 
Quick ST 3 showing the Increases by the use of the machine 
with and without the Witter and with and without Quick ST. 



THE WARNING BIT 

Everything was lickectyboo until approximately four months 
later when I turned the ST on after school one day and moved 
Into the menu to do something and nothing happened apart 
from the title Inverslng. Well as 
you can guess a few unsightly 
words where said and the top 
came off the ST in double lime. 
Tapping the Blltter did nothing, 
more swearing did nothing. Giv 
Ing In did more good and ST in 
hand I trudged olT to the local 
computer repair centre. There 
they criticised my soldering and 
said they could not find anything 
wrong (probably didn't even 
know what they where looking 
at!) but they still charged me 
over £ 1 6 lor telling me what I 
already knew. So out came the 
soldering iron again and off came 
the top. out came (he IJlltter and 
in went the soldering Iron and 
continuity tester. Thirty minutes 
later I had a fully working ST 
with Blittcrchtp fully operation 
al. Just shows you what can be 
done if you put your mind to it. 
What was actually wrong was 
that one of the contacts on the 
SM socket had worked loose and 
so the computer was hanging 
when dala was received due to 
the loose contact. 

A problem that has arisen twice 
since I've had the machine Is 
that thin vertical black lines 
appear and won't go away. A 
helping smack on the top of the 
casing about where the Blltter is 
remedies the problem and that is 
the only problem that I've had 
with it since putting it in. 

The BUtler is only supported by 
versions ofTOS 1.2 dated 
22/04/ 19H7 or later. Anything 



THE REFLECTION BIT 

I hope that I haven't put you off the Idea or a Blltter. If you 
still want to have a Blltter and don't feel brave enough to 
commit vourseir to soldering Iron then the Atari Workshop 
(0753) 832212 can supply and lit It for about £40 which isn't 
bad and they'll guarantee the work loo (can't be bad!) 

Any of you out there that want any more Information ellher 
write to me at the address below or contact the Atari 
Workshop. 

Nicholas Bavington 
8. Byron Drive 
Newport Pagnell 
Bucks 
MK1 6 8DX 
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might have a socket Just begging 
lo be tilled with a fat juicy Blltter. 



SPEED COMPARISONS 
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2. TOS 1.2 with 


Quick ST v3.05 
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3. TOS 2.06 (ROM Upgrade) 










BLITTER ON 




BLITTER OFF 




Low Medium High 


Low 


Medium 


High 


TOS TEXT 


100% 100% 99% 


87% 


93% 


91% 


TOS STRING 


100% 100% 99% 


91% 


95% 


94% 


TOS SCROLL 


100% 100% 100% 


79% 


78% 


76% 


GEM DIALOGUE 


100% 100% 100% 


66% 


76% 


74% 


4. TOS 2.06 (ROM Upgrade) with Quick ST v3.05 
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ADVENTURE 



D/GENERATION 



Yd another in the conversion 
set. (his is an arcade adventure 
with many memories of Impossi 
ble Mission about it. On first opening the 
box the buyer would be forgiven for 
thinking that a deep and meaty game 
was awaiting them. There is a thick 
manual ready for digesting and only the 
Iwo floppies to use. The booklet does 
tend to be a lour language affair and as 
such cuts reading lime down enormous 
ly. The manual takes some time explain 
ing how to install to a PC and not until 
you search the box further are you pre- 
sented with the ST modes. That is the 
whine (bout multiple format packa0ng 
out of the way. 

The game has a simple but intriguing 
plot thai reads like a Mail from Uncle 
storyline. A secret laboratory In Slnga 
pore has suffered technical failure and 
the Neogen formulas have created a 
super monster that Is taking over the lab 
and will then probably begin a world 
domination campaign. 

The playing view Is a lop down Ml) one 
that those who know the Ultima games of 
the early eighties will be familiar with. 
Admittedly the graphic style has im 
proved greatly since those days hut un- 
fortunately my feelings toward them have 
deteriorated. The top down roolless room 
approach has always felt somewhat nn 
wieldy to me and seems to leave a lack of 
precision in Ihe movements of the con- 
trolled character. Having said that some 
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of the most popular 
games of late have 
employed this mode 
so the criticism will 
probably disappear 
in a puff of blue 
smoke. 

A Joystick would 
seem to be the ideal 
way to control the 
game although 
keyboard Inputs are 
acceptable. This con- 
trol always feels 
slightly uncertain 
with some of Ihe trig 
gerlng of switches re 
quiring quite finicky actions. Most 
switches arc large yellow triangles whlrh 
need running over to activate. Unfortun 
ateiv they give no real feedback unless 
the switched object is in the same room 
as the character then the on/off effect 
can be observed. This seems reasonable 
as a precept but the switches do not 
seem placed in situations which offer any 
clue as to their function. An example of 
this rather unfriendly interface is seen on 
the very first screen where Ihe trick is to 
disable security lasers with a switch on 
the other side of the room. Although I 
accept that the intention here Is to allow 
the player to dodge the beams and prae 
lice timing moves, as an initial problem It 
Is frustrating. 

There Is a limited conversational system 
with a menu of questions or respon 
s to use when Interrogating indl 
luals. Unlike some other auto re 
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the Neo Gens which serve as the 
creatures since it finally explains 
where the ball thing In the Prisoner 
came from! The hero has several 
weapons to find and much shielding 
to hand . 
Once a room has had its denizens 
of death destroyed the player needs to 
move his character over all duels and 
doors to seal them and then the survlv 
ing humans will appear, to be guided out 
of a safe exit. It Is possible to interrogate 
these survivors and obtain further clues 
as to the whereabouts of the final crea- 
ture. This Is the entire game and 



tt another adven- 
ture type game 99 

although the variety in bad guys adds to 
the novelty of situations the play hecom 
es repetitive and Ihe obscure joystick 
moves become tedious antl frustrating. I 
found myself going to the keypads more 
and more in order to maintain some con 
trol over the errant hero. Somehow I |usl 
could not get into the game and did not 
find II gripping or. after Ihe first couple of 
screens, riveting enough to wish to con- 
tinue to the end. 

Graphically it is reasonable although 
not the highest calibre the ST can man- 
age and It has limited sonlcs. The game 
must have some redeeming features if 
only in the fact that It offers another 
adventure type game for the ST. It Is 
noticeable that the Amslrad PC starter 
packs offer this as one of Ihe free games 
with the system so there should be some 
playablllty here. Although a very polished 
product it does not seem to be one of my 

must buy' releases of Ihe year. If the 
style of game Interest you and you were 
an Impossible Mission fan then by all 
means look at this. 



• SIGHT & SOUND Yes it has both hut 
neither are up to the minute technology 
stretching events 

• GAMEPLAY I lard to ram' to terms 
with, the control mechanism needs 
some work 

• overall Quirky game, not my frn 
mediate favourite, view before buying! 
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Rame tied in with one of the best US 
athletes eurrently winning gold. The 
game romrs with the attractive packag 
ing normally associated with the com- 
pany and the blurb Rives promise of 
three variants of gamcplay. Tills game 
eomes with the Amiga sereen shots on 
the back and I am beginning to wonder it 
they ever bother to preview these Raines 
on the ST. Remember the old days when 
ST shots were supreme? 

The Rame is I multl player Rame or a 
slnRle player versus machine- entertain 
merit, the object ol which is to select and 
train a national team and thus enable It 
to win more Rold medals than the others 
in the live event championships. The 
pleasant and somewhat unique angle 
this Rame takes to athletics Is that the 
whole may be played as a management 
game or as an arcade wigglethon or as a 
combination of the two. The whole con- 
cept Is wrapped up In the strong Psygno 
sis Rraphics that regular players have 
come to expect. 

Although it is possible to run in any of- 
the three modes the full mode Is probably 
the most satisfying and. since It Involves 
the same actions as the sub modes. I 
shall run through this only. Firstly II Is 
necessary to choose your country, 
achieved throuRh a mouse controlled 

point and click on Ihe llaR' routine which 
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When up lo four 
players have been 
selected the IrainlriR 
mode starts. 
A short list Is shown 
and it is up to the 
manager to select 
those members of Ihe 
team that show most 
promise and llkell 
hood to improve 
under the training 
schedules to be set 
up. The manager has 
five weeks to upgrade 
and hone the competitors and rare must 
be used nellher to under nor over train 
any one person. Hoth these- mistakes re- 
sult in form loss and In the case of over 
training a chance of Injury. The athletes 
need to progress in lour different areas - 
agility, speed, power and stamina. 
Obviously It Is necessary to decide which 
events the various individuals will take 
part in before startinR their training. 
Sprinters need totally difTcrcnl skills to 
high Jumpers for instance. Happily the 
training schedules do not just ask you lo 
select one of lour attributes they actually 
demand that the style of training be de- 
cided. For example do you use isotonics 
or Isometrics with your Javelin thrower".' 
Does your sprinter need acceleration 
training or is it better to Rive ballistic 
slretchlnR exercises? Other ques- 
tions that need answerinR are those 
such as should the training mode be 
a one off or a regular one? How hard 
should it be prartlsed and how long 
per session should il be? 

Help is given in the form of per- 
formance graphs for each team 
member and comparative stats 
allow the manaRcr lojudRc the 
effects of Ihe training. This Is prob 
ably the most skilful part of the 
game, and in fact in the manage- 
ment only faction completlnR this 
session puts your athletes on an 
automatic competitive mode using 
their stats only. 

The c-ompclition can be arcade based 
and may be stand alone (in this case Ihe 
team members only have average slats 
thus making Ihe player work harder). 
Most games are controlled in Ihe same 
vein as all the other Olympic games type 
software, only in this there Is the option 




• less frantic 

wiggling m 

to wiggle Ihe mouse left and riRhl ralher 
than the joystic k. The Rraphic s and ani 
mation during these leatures are superb 
and look as thouRh they have been de- 
veloped from lonR studies of athletic 
slyles. There seems to be less franlir wiR 
RllnR In these games If only because Ihere 
is more emphasis on the rhythmic use of 
the apparatus rather than the brute 
power seen in many comparable works. 
Each event needs qualification standards 
to be reached and Ihen with entry into 
the final the possibility ol a medal be- 
comes realistic. The actual gameplay 
feels superior lo many other games avail- 
able at present. 
Overall this game is fun although 1 fear 
it may have a limited length ol appeal. 
Once the ultimate- traluiiiR schedules 
appear then new Roals need c-reatlnR. I 
enjoyed this Rame but somehow Ihe ele 
ment of true immersion in Ihe fale of the 
players seemed lo be mlssiuR. Perhaps 
the multl player version Is slronRer and 
offers a better challenRc? Certainly a hit 
with armchair athletes but lor the less 
enthusiastic I am nol sure. 

• GAMEPLAY TbJws tome getting into 
and Ihen becomes a Iri/Ie repelfn'De 

• SIGHT and sound Thegraphka 
are strong with auud digitising carlo. 
the fx are qootl and opening trades are 



• overall One Jot the enthusiast I'm 
not sure if it will haw mass appeal 
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MUSIC 



WITH YOUR ATARI 



John S Davison's 
regular guide to 

all the ways 
of making music 
on your favourite 
computer 



In ihc last issue we looked al the eonrept of General MIDI 
(GM). and I promised lo (Jet hold of some CM hardware to 
find out how it performs. Well, thanks to Jim Corbett of 
Yamaha Kemble Musie I managed to borrow a Yamaha TG 100 
General MIDI expander module. At £349 it s classed as a 
budget level instrument, but as we ll sec it offers a lot lor (he 
price. 

The TG 100 s Job is lo produce a wide range of musical sounds 
and sound effects under MIDI control. It's useless on lis own - 
you have to use it with other equipment capable of generating 
MIDI commands, such as a MIDI keyboard or sequencer soff- 
ware running on your computer. It's equipped with MIDI IN. 
OUT. and THRU sockets so connection to your ST or other 
MIDI equipment Is very easy. To hear Its sounds you also have 
to connect it to a separate amplifier and speakers (your hi-fi for 
instance), although vou can Just plug headphones into it 
instead if required. Unusually. It also has a stereo audio INPUT 
socket (complete with level control and peak indicator), so you 
can mix other sounds with the TG 100 s own sounds without 
using a separate mixer. Even more unusual is Its ability to 
conned directly to the serial port on IUM PC or Apple Macin- 
tosh computers, saving users at least £60 on the cost or a 
separate MIDI interface. 

TheTGlOO's MIDI specification is excellent for the price. Its 
sounds include 128 GM presets: 64 other presets: memory for 
64 user programmable sounds: and 10 drum kits, some wllh 



over 50 different percussive sounds. It's also 28 note 
polyphonic (plays up to 28 notes simultaneously): 16 
part multl limbral (plays up to 16 different sounds 
simultaneously) across 16 MIDI channels: and has a 
built in digital signal processor for adding reverberation 
effects. Amazingly, all this is packed into a tiny case 
measuring Just 8.6" x 7.7" x 1.6 ". although the power 
supply is separate. 



ADVANCED WAVE 
MEMORY 



,ji Instrument such as this stands or falls on the quality of 
its sounds, and the TG 100 scores well here. Sounds are 
generated using Yamaha's AWM (Advanced Wave Memory! 
sound sampling technology. What you hear is basically a 
"digital recording" or each sound, not something syntheslscd 
from more fundamental waveforms as with Yamaha's older KM 
(Frcqueniy Modulation) technology, 
iryou read my "Sample This!" scries In New Atari User last 
year you'll know that compromises are Inevitable when sam 
pling sounds, unless you're willing to spend se rious money on 
the hardware. The TGI 00 is a budget Instrument so some 
compromises have been necessary, but the TG 100 still pro 
duces sounds of excellent subjective quality. 
There are four banks of sounds, these being for GM use. 
Yamaha Disk Orchestra compatibility. Koland C/M compatibll 
ity. and the user programmable internal bank. The Disk 
Orchestra and Roland banks allow the TG 100 to use se- 
quencer files designed for Yamaha's superb Clavinova series ol 
electric pianos, and with Roland's C/M expander units. The 
internal bank holds user edited versions of the preset sounds, 
more or which later. 

The GM bank contains 128 sounds subdivided into 16 cate- 
gories ol 8 sounds each. The categories Include Piano. Chro- 
matic Percussion. Organ. Guitar. Bass. Strings. Ensemble. 
Brass. Reed. Pipe. Synth l-ead. Synth Pad. Synth Effect. 
Ethnic. Percussive, and Sound Effects. The individual sounds 
are usually variations on the category, or different members of 
the named family or instruments. For instance the Piano categ 
ory contains various acoustic and electric pianos, harpsichord, 
and clavlnet. 

1 don't have the space here to romment on all the sounds, so 
1 11 just mention some that caught my attention. The acoustic 
pianos are rather good, but do suffer a little from the samples 
being too short. This presumably Is to economise on sample 
memory one of the compromises I mentioned. The result is a 
good clean piano sound, but the notes decay and loop a little 
too quickly for my liking, producing an overall "tinklv" sound. 
This is fine for some types or music, but doesn't quite work 
wllh big sustained chords. 

There's a good selection of strings, both as solo instruments 
(single violin, viola, cello, and bass! and en masse (as found in 
the Ensemble category!. The pizzicato strings sound great, but 
tremolo strings are disappointing, to my ears anyway, as the 
tremolando effect seems unreallstlcally slow. 



OOOHS AND AAAHS 

As well as massed strings I he Ensemble category also In 
e ludes a couple of choir samples, singing Oooh and Aaah 
sounds. Generally these are pretty good, but do show up 
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another of those compromises. A given sound is sampled al a 
particular pitch, and when played back at that pitch it sounds 
fine. Ideally you'd have a separate sample lor every note on a 
keyboard (called multisamplesl. but Ihls requires enormous 
amounts of sample memory and hence increases the instru- 
ment's price. The compromise Is to use fewer samples and 
allocate each one to a SECTION of the keyboard, shifting the 
pitch of the basic sample to obtain higher or lower notes as 
required. Trouble Is. when shifted the sample begins to lose its 
realism, gelling worse the further It's shifted. So. you need the 
right number of multlsamples to ensure each one sounds 
reasonable across Its complete pitch range. Yamaha seemed to 
have slightly too few choir multlsamples. as each sample 
sounds a little strained al its pilch extremities. 

The saxophones suffered similarly, but overall produced some 
terrific sounds. I particularly liked the baritone sax - scope for 
some Gerry Mulligan Impressions here! There's also a good 
punchy brass section sample with bags of bite, and a nice 
muled trumpet and French horn. 1 was less impressed with 
trombone and tuba though, and felt the flute, piccolo, and 
c larinet sounds weren't particularly realistic. 

Most or Ihe tuned percussion (xylophone, marimba, etc.) were 
very good, and I especially liked Ihe timpani and tubular bells. 
The drumklts all sounded fine too. providing a wide range of 
good quality drum sounds, including lots of Latin and electro- 
nic percussion 

The guitars seemed a little weak when auditioned solo, but 
sounded subjectively better when played along with other 
Instruments. Tills was particularly true of the acoustic nylon 
and sleel stringed guitars. Basses, on the other hand, were 
mostly first rate. I'm sure I could easily find a use for all eight 
of them. There are lots more preset sounds I could comment 
on. but you should be getting the picture by now - the TG 100 
has masses of different sounds available and most of them 
(despite the minor criticisms above) arcveminently usable. 

It's possible to perform limiled editing of the preset sounds 
via the TG 100 s front panel buttons. You can copy a sound 
into one of the Internal user memory locations and change 
such parameters as envelope attack and release, and reverb 
level. Some preset sounds are actually made up of two diffe- 
rent sample elements and for these you can tweak the para- 
meters of the individual elements. You can change the relative 
sound levels, detune one against the other, and set different 
panning positions. This won't change the overall tonal charac- 
ter much, bul more extensive changes can be made via MIDI 
using patch editing software running on your ST. Al present 
this means using one of the (expensive) generic editors such as 
C-Lab's I'olyframc. although cheaper TG 100 dedicated editors 
should lx- available soon (PD. perhaps?). 



HOW NOT TO DO IT! 



The degree or success you a. 
depends on how you use thci 
disaster. 1 tried to play bark ; 



lievc wilh Ihe TGIC 
My lirst attempt v 



I also tried playing music files from disk ST722 (MIDI Songs. 
Mixed Bag 6) from the I'agc 6 PD IJbrary. and many of these 
sounded great via Ihe TG 100. I particularly enjoyed Beeth- 
oven's Moonlight Sonata, using the Oooh Choir singing the 
main melody, accompanied by a mixture ordilTerenl string 
ensemble voices - It produced a lovely sound. Ihe sort thai 
makes Ihe hairs on your neck sland on end! Finally, I tried It 
using Band In A Box's new GM racilitics (sec review in Issue 
57). and once I'd got the software correctly configured it work- 
ed superbly. 

To really hear the TG 100 s lull capabilities Just take a listen to 
its built in demo tune. This is one of Ihe best I've ever heard - 
explosive, exciting music showing oil all Ihe TG 100 s best 
sounds. II even manages lo work In a snatch ol sampled 
applause and seashore sounds! Brilliant! 

I really enjoyed having the TGI 00 In my MIDI setup, and the 
more I used It the more I liked it. When used sensibly it 
produces excellent, high quality sounds that would be wel 
come in any MIDI system. Beginners and experienced MIDI 
users alike should find something in the TG 100 to Impress 
them, so If you're looking for a new MIDI expander make sure 
you audition it before deciding what to buy. 



MOZART'S 
DICE 
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I've now had chance 
lo try out the 
Mozart's Dice disk 
(ST704 from the 
I'agc 6 PD Library) 
announced m the 

last Issue. It con 
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tains three interesting music programs: a demo version of 
Hybrid Arts' EZ-Score Plus music scoring and printing prog 
ram: Patlemer. a music generation program: and the Dice 
Waltz, the subject of this report. 

Tile Dice Waltz implements Mozart's theory that you can 
generate acceptable wallz music by building il up a l>ar at a 
time from musical phrases selected randomly from a pre- 
written list. Mozart apparently rolled dice to choose the 
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play; 



played l 
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whole piece. A 



simulates that. It then displays the 
llyl. optionally prints Ihem out. and 
guess what? Mozart was right, the 
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sounded terrible. There were Jus 




y dilTcrcnt sounds 


Yamaha PSS keyboards, but you c 


in easily 


make your own If 


fighting each other, so I concludt 


d thai II 


is ISNT the way lo 


required. Author Chris Earnshaw 


-laims th 


it Dice Waltz can 


use Ihe TG 100. I started again w 


th must 


- for a small band. 
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using up lo about eight active m 
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rts. With sensible 


would lake over 500 million years 
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choice of sounds and pitches the 


TG100 r 


ow sounded terrific. 


Overall. Dice Wallz is a great little 


novelty 


Drogram. The disk 


Subjective quality Improved furtl 


er when 




Is worth buying for this alone, witr 


the odM 


r programs an 


facility to place each instrument 


n its owi 


n position on the 


added bonus. And at £2.95 it'll hardly dent your wallet. Call 


stereo soundstage. 






Page 6 now lo order your copy. 
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Paul Rixon's 



WORLD 



IT'S 



H'M a {act that mum; parents bay 
at Christmas in (he Ix-lieJ that they are 
wisely investing in their children's editor 
lion. /( must also he (rue that a fair prop 
ortion of these gleaming machines are 
subsequently used /or ttttie more than 
Masting aliens into oblivion or 
transforming the TV into Nigel 



(0*1 



children (and adults!) will find quite 
addictive. The computer displays parts of 
a story using four pictures and (he user 
has to place these Into the correct sequ- 
ence. Examples are a snowman a( 
various stages of consmiction and a pen 
eil drawing gradually taking shape. The 



this disk i 



a i 



graphic: 
An cnha 
avaUabl 



I have been (houglKfully created, 
need version of the program Is 
• on a separate disk, appropriate 
I KID MIX-UP PLUS, line main 
tncnl here Is that you can add 



imipatlblc 



be the cast' though over the 
years a good selection ofetluca 
tional software has been produced 
for the ST. especially in the Public 
Domain, lirotvsing through the 
Page 6 library 1 discovered a sur 
prisingly iride choice of learning 
related programs. 



MAKE IT FUN! 



Education should be fun and 
KID'S FUN Is a collection of edu 
cational games designed to l>c 
just lhal! The first few Hems are intended 
for the very young: Kid Music Is a com- 
pilation of eight children's tunes such as 
I'm a little teapot' and 'row. row. row the 
boat'. The desired tune can be played by 
simply clicking on an associated Icon. 
Kid llano lets children play their own 
lunes using Ihe mouse lo click on a three 
octave keyboard, which can be made lo 
sound like an organ or piano. Kid's ABC 
Is an aid lo practising Ihe alphabet (pre 
sumably the QWERTY keyboard tool). 
When the user correctly enters all the 
letters. Ihey are rewarded with a full ren 
dltlon of twinkle, twinkle llltle star'. In 
Kid Potato the aim is to match the 
appearance of a computer generated Mr 
Potato by choosing the appropriate fea- 
tures (eyes. nose, hat etc.) from a list of 
alternatives. Just lor fun you can also 
design your very own Mr Potato! 

I-ist but most definitely not least. Kid 
Mix up is an excellent learning game that 




Excellent graphics in STATES ft. COUNTIES 

SOME 
GEOGRAPHY 

STATES & COUNTIES from Uudgle 
Ucenseware is a geographical recognition 
program whose main asset is Ihe superb 
quality of Its maps. The basic principal is 
very simple. The computer displays a 
map of a particular area and highlights a 
county or state which you are asked lo 
Identify by typing In Ihe correct name. It 
sounds a lot easier than it actually is! 
After the appropriate congratulations or 
commiserations lor each turn an infor- 
mation panel is optionally displayed lo 
tell you a few lads aboul Ihe area In 
question. There are five versions of the 
program covering England. Ireland. Scot- 
land. Wales and the United Slates. The 
graphics are really excellent as you 
might have expected from Budgie. 



co ordination and reading skills, could Ix 
a help with efficiency training of Post 
Office workers (rumour has II Ihe Editor 
sent a free copy to Stafford sorting office, 
but It got lost In the post!). Your objective 
is to sort a mound of letters Into alphabc 
tlcally marked pigeon holes as quickly as 
possible. You can choose the speed at 
which the mall appears and whether to 
sort by town or addressee but In either 
case you must watch out for registered 
and airmail Items which have to be 
stored in separate compartments. If you 
make more Ulan 25 mistakes, tile game 
ends. U s good fun for children 
id adults alike. 



AMERICA... 
AMERICA ... 



On a historical note 1900 s USA 
Is. as Its title suggests, a collec- 
tion Of facts and figures relating 
lo America in Ihe early pari or the 
twentieth century. II was written 
by an ex GCSE pupil and is 
therefore related to the GCSE his- 
tory exam, though II should also 
appeal to anyone with a general 
Interest in world history. The Dies 
are supplied in compacted form and ex 
pand onlo two disks, which you must 
format with 82 tracks/ 10 sectors per 
(rack. The LIIArc utility Is supplied so all 
you need to get going is two Hopples and 
a capable disk formatter, such as IX: 
Format. Once loaded the program op 
Hons are selected from Icons displayed 
on a work pand. There arc several topics: 
Facts and Figures describes Ihe slates 
lhat make up Ihe USA. population 
growth through the years and sialic In 
formation such as lite area, lime differ 
enre and national Hag. There is a list of 
US presidents since 1900 and reports on 
Ihe background of the First World. 
Second World. Korean and Vietnam 
Wars. Another part delves inlo factors 
such as the New Ileal and the Ku Klux 
Klan while a series of graphs illustrate 
statistics such as unemployment, share 
prices and success rales ol the political 
parties. Lastly there's a quiz so you can 
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find oul how much you've learned. I sus 
pect most GCSK students will find It lull 
nltely more exciting than reading 
through dreary text books! 



BETTER 
THAN SCHOOL 

A variety of educational subjects feature 
on the EDUCATION 1 compilation. At 
first sight AddUp looks like a straight 
game ofTelrls but It s really an ingenious 
method of exercising your mental arith- 
metic. In this variation the Tailing blocks 
are regular in shape but contain three 
segments, each bearing a number. Your 
aim is to place the blocks such that three 
consecutive segments add up to a total of 
fifteen In a horizontal, vertical or diagon 
al line. If you succeed the segments dis- 
solve and make room for subsequent 
rounds but a complication Is that if the 
lines add up to fourteen instead, an In- 
destructible x' is brand, class 31 is a 

comprehensive dalabase-cum-sprcad- 
sheet intended to be used by teachers 
who want to keep track of their students' 
progress. The author claims to have tes- 
ted it with his own classes of over two 
hundred students. Tile program lets the 
teacher enter details and scores for each 
student and then calculates the class 
ranking, final average and letter grade. . 
You can obtain statistics such as the 
frequency, mean and standard deviation 
or display tables and graphs of the grade 
distribution. Print options are also avail- 
able. 

Mathematics Is rarely a popular subject 
but Math Quiz can make learning Just 
that little bit easier. It provides an unli- 
mited number of arithmetic exercises 
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the range orihe random number and 
also specify the total number of ques- 
tions. The computer keeps track of your 
pertormancc and assigns a grade at the 
end of each exercise. The configurable 
nature of Math Quiz makes It a valuable 
tool in gradually developing children's 
arithmetic skills. With Master Quiz you 
can set up your own multiple choice 
quizzes, perhaps to revise important 
facts and figures for a forthcoming ex- 
cluded and It's very easy to add vour owi 



disk lor 111 
1 also be in 



posed on playback. In ST Spell the user 
Is asked to identify a digitised picture (an 




animal, shape or object'l and 
then select letters from the 
alphabet to spell the word. A 
digitised voice pronounces 
each letter as you choose. 
The same voice features In 
Teach ABC. for younger chil- 
dren. In this one the compu 
tcr speaks each letter of the 
alphabet and the child re 
sponds by pressing the cor- 
responding keyboard letter. 
This may be a help in 
teaching the alphabet but 1 
hope It won't encourage chll 
drm to Indtate the compu- 
ter's pronunciation! 



GOOD 
MOANING! 

There's just room to men- 
tion CHUNNEL. a ureal name 
that will help you learn the 
French language. It's baslc- 
iltlple choice quiz In 
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quite enjoy this exercise and will prob 
ably be surprised how quickly you pick 
up the language (well I was!]. A bon mar 



A FREE GIFT! 

Finally, as it's Christmas I thought I 
would throw caution to the wind and 
oiler a FREE copy of the commercial 
package Fun School 2 for 6-8 year 
olds to the first person who writes to me 
at Page 6 with a suggestion lor a future 
FD World topic. Chances are If you write 
in. you'll win... Happy Christmas! 



HOW TO GET THEM 



The disks featured in PD World can be obtained from the PAGE 6 ST library. When referring to a 
specific disk please use the unique reference code lor identification A printed catalogue 
describing all the library disks in detail is available from PAGE Bala cost of £1.95. refundable 
against the first few disks ordered. This includes a copy of THE PAGE 6 CATALOG DISK which 
is otherwise priced at£t.The disks featured this issue are: 



ST1 14 KIDS FUN 1 
ST299 CHUNNEL 
ST522 KID MIX-UP PLUS 



ST667 STATES & COUNTIES 
ST68S EDUCATION I 
ST696 1900 s USA 



Prices tor standard disks are £2.95 each or £2.50 each lor five or more 
but prices are lower tor members of the PAGE 6 ST Club 
Write to PAGE 6. P.O. Box 54. Stafford. ST16 1DH 
; 0785 2 13928 with credit c 
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COLUMN 



More STOS 
programs 
from 
Dion Guy 



Greetings! Another STOS Column 
arrives, complete with two prog- 
ram listings tor you to enter. This 
issue there is anolher type In game and 
also a program which demonstrates eight 
alternative ways to make screens appear. 
There is also a modification to last Issues 
Wordsearch program which allows you to 
print out a wordsearch. 

WORDSEARCH 
UPDATE 

Thanks to a suggestion from reader Ian 
tlolden. I have now modified my Word 
search program (featured In issue 5H) so 
lhat II ran print out a wordsearch along 
with the list of words to find. Just add 
the lines in program 1 to the existing 
wordsearch listing. After you have run ft. 
and entered the words to find into It. 
select the "Play Wordsearch" option. You 
will then he asked iryou want to print 
out the wordsearch. I'ress the left mouse 
btil Ion to print or the right button to 
bypass. Make surr your printer Is loaded 
and on line. Alter the wordsearch has 
printed out. Ihe program will continue as 



PICMIX 

Yes - another complete type In game 
from the STOS Column! This time It is a 
very simple but enjoyable sliding puzzle 
type game. Alter typing It In and running 
It. select one of the load options to load 
cither a Degas or Neochrome picture. 
Then select PLAY I'ICMIX" to gel going. 
The program will segment the picture 
into 16 pieces and then remove the lop 
right hand corner piece. It will then mix 
up the remaining 15 pieces and display 
the result on the screen. Your task Is to 
unscramble the pieces and recreate the 
•original picture. You do this using the 
Joystick. Simply use the Up. Down. Left 
and Right controls to slide the pieces 
around. Once you have restored the ori- 
ginal picture you will t>e told how long 
you took and then returned to the menu. 
You can now cither load another picture 
or restart with the same one and try and 
beat your lime. If you can reassemble a 
picture In under 30 seconds then you 
will have perfcclcd it! Hat any lime dur 
ing the game you wish lo return to the 
menu. Just press the "Q" key. 



SCREEN APPEAR 
PROGRAM 

This program shows you eight fancy 
ways of making screens appear. 11 origin 
ated from a disk fanzine called ST Prog 
rammer and I have since updated It. 
Once you have typed it In and run it you 
will see a menu. Firstly, press SPACE lo 
load In a Degas screen. Then, using the 
mouse, select which one of the eight 
appear routines you want lo see. You will 
then see the screen you loaded In earlier 
appear In a unusual way. Alter pressing 
a key. you will be relumed to the menu 
where you can choose anolher appear 
routine to have I gawp at. You can use 

progm.U%htT.ut r ines are clearly mar 
ked with REM statements In Ihe llsllng. 
so vou can easily examine them (and 
copy Ihem to your own programs). By the 
way. this program and all Ihe appear 
routines work in all three resolutions. 



THE END 

Ah well, the end of 
another column Is Upon 
"H us. Dual forget, iryou 

have any STOS type stuff 
you want looking over - 
you know where I am. Jusl 
remember lo enclose an 
S.A.E If you want a reply, 
please! Until the next col- 
umn fareweU! 

Dion Guy 
1 1 Shore Crescent 
_J Bishops Waltham 
Hants 
SQ3 1DZ 



25 on error ooto 1270 
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S22 repeat : n-mouee key : until MOO 






523 If M-2 then wto 1210 






1210 rem PRINT WORDSEARCH 






1220 lprlnt T» : lprlnt 






1230 for B-l to 20 : A»»"" 






1240 for A-l to 60 : A»«A»»GRI0» 1 A . B ) : next A 






1250 lprlnt A« : »pace» ( 4 1 ; UO$ t B ) 






1260 ne«t B : goto 530 






1270 rem ERROR TRAPPING 






1 20O If errl-1220 then 00 to 530 






1290 resume 25 







Listing 1 - an update to last issue s Wordsearch 
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I ABLE SETUP 
20 dim GRIDIS.3).CHK(15) 

SO for A-O to 15 : read B : CHKUI-B : next A 
to data O.l. 2. 3.4. 5. 6.7. «. 9. JO. 11.0. 12. 13. 14 
SO 6X.S : GY-O I reaerve .creen 6 
60 for A-O to 3 : for B-O to 3 : GRID! A. B) = 1 7 

70 



nam B : next A 



SCREEN SETUP 
ao mode 0 : kav off 

90 palette »770. »0. «0. to. «770, »420. »4 JO. I4SO 
JOO wlndopen I , O. 0. 40. I 2. O. 3 ! curl off : acrol 1 off 
110 Jocata O.I : eantra "LOAD DEGAS PICTURE" 
120 locata 0.4 1 eantra "LOAD NEOCHROME PICTURE" 
130 Jocata 0.7 : eantra "PLAY PICMIX" 
I40 Joeata 0. 10 : eantra "(C) 1992 Dion 0u»" 

ISO Ink 1 : box BO. 16 to 239.31 : box 64.64 to 255.79 : bo. 104.112 to 207.127 
tO 907 ».•*>. l» to 239.31 : aat lone 2.64.64 to 255.79 : aat lone 3.104.112 

170 ram HAS AN OPTION BEEN SELECTED? 
180 rapaat 

190 n-mouae kav 1 z-zone(OJ 

200 If n-l and z- 1 than goto 4 JO 

210 If n-l and 2-2 than aoto 490 

220 If h-1 and Z-3 and P-l than goto 5SO 

2SO until true-falae 

240 re. DISPLAY AND SEGMENT PICTURE 
250 elm ; hlda on : sat palatta (5) 

260 »creen cop. 6 to phyale : acraan copy 6 to back 
270 ink 0 : bar 240. O to 319.49 

A-0 to 240 atap BO : for B-0 to ISO atap SO 



bo« A.B to A.79.B.49 



next A 
290 tlmer-O 
300 ram MAIN LOOP 

310 ra« GET JOYSTICK AND KEYBOARD INPUT 
320 rapaat 

3JO If upper«<lnkay»)>"0- then ehow on : goto 60 

340 If Jrlght and GX>0 than acraan eooy phyaic , (GX-1 ) -BO. GY-SO. (6X- 
I)-S0.80.GY-S0.49 to ehy.lc. GX-BO. GY-SO : acraan copy phyaic to back ■ bar 
I)-SO. GY-SO to (GX-1)-S0.79.GY*S0.49 : dac OX : QRID( GX. 1 . GY > -GRID(GX . GY 1 • 
GRID(GX.GY)-0 I wait 10 ' ' 

3SO if jleft and GX<3 than acraan copy 

Phv.ie. (GX.l)-BO. GY'SO. (GX.l > "80.80. GY'SO.49 to phyaic. GX "SO. GY-SO ■ .oraar 
Phyaic to back : bar (GX.i ) "80 . GY-SO to ( GX. 1 ) "60.79. GY- so.49 • lnc GX • 
GRID(GX-1.GY)-6RID(GX.GY) | 6RID( GX . GY ) -0 : wait JO 
360 if Jup and GY<5 than acraan copy 

Phyaic. 6X-SO. (GY. 1 1 • SO. GX -80.SO. (GY.l >"S0.49 to Phy.ic. GX-SO. GY'SO • acraan 
Phyaic to back : bar GX-BO. (GY.l ) "50 to GX-SO.79, (GY.l ) 'SO.49 ■ lnc GY 
GRID(GX.GY-1)=GRID(GX.GY) : GRIDf GX , GY ) -0 1 wait 10 

J<towri ""^ GY>0 tn «" acraan copy phyaic . GX 'SO, (GY- 1 ) "SO. GX'SO.80. (GY- 
oy phyaic to back : bar GX-80. (GY 
GRID(GX,GV.l )-GRID(GX.GY) : 



if GRID(A.B).CHK(C) than lnc 0 



P.l 



1>"50.49 to Phyaic. 6X-80. GY-SO 
1)«50 to GX-BO.79. (GY-1 )-50.49 
GRID(GX.GY).0 : wait 10 
380 ram IS PICTURE UNSCRAMBLED? 

390 C-0 : D.O : for A-O to 3 : for B-0 to 3 : 
400 lnc C : not B : next A 
410 if D-16 then goto 640 
420 until trua-falaa 
430 ran LOAD DEGAS PICTURE 

440 cla : F»-rile ee leet » ( " " . PI 1 - . "Load Degaa 
450 if Ft." then goto 80 

460 if rlght»(F».3H>-pil- then goto 440 
470 eraae 5 : reaerve aft ftcreen 5 : load F«,s 
4SO goto SO 
490 ram LOAD NEOCHROME PICTURE 

5O0 cla : F».flle aelect»("-.NE0-,-Loed Neochrome Picture". 4) 
510 if F*--" then goto 80 

520 if right>(FI.3)O-NE0- than goto 440 

530 eraae 5 : reaerve aa acraen 5 : load FS.S : P.l 

540 goto SO 

SSO rem MIX UP PICTURE 

S60 C-O 

57D for A-O to 3 : for B-O to 3 
580 if A-3 and B-O then goto 620 
590 X-rnd(S) : Y-rnd(3) 

600 if x-3 and Y-o or GRID(X.YH>17 then goto 390 

610 acraen copy 5, A* 80. B- 50, A "80. SO. B" 50.49 to 6.X-80.Y-50 : GR1D(X.Y)-C 



620 ne 
630 goto 
640 ram 
650 cla 
66O pale 
670 wind. 
680 loca 



ne«t A 



710 ink 1 : box 88.112 t< 
720 repeat : M-mou»e key 
730 until XO0 and M-l 
740 goto 6O 



Click here to" 
224.144 : aet 
I x-ione(o) 



cate 0.8 : centra "return to menu. 
l.SS, 112 to 224. 144 



Listing 2 

A neat 

sliding 

square 

puzzle for 

your own 

Degas 

pictures 



New AM Uu>( l»ue 59 59 



Listing 3 

Add 
sparkle 
to your 
programs 
with 
eight 
different 
ways to 
make a 
screen 
appear 



10 rem SCREEN APPFAR ROUTINES 

20 rem Adapted from ■ program from ST Proorammer Issue 1 
30 els : key off : palette »0,»777 

40 wlndopen 1 . 0. O. 80/divx . 12. 0. 3 : curt off : scroll off : limit mouse 0.32 to 
(640/dlvx)-l.lS9 

50 home : centre " SCREEN APPEAR MENU" 

60 for A.l to e : locate 0.A»1 : centre " Appear ■ ♦strt ( A ) : next A 

70 locate 0,11 : centre "tSPACE] • Load picture - : Y2.2 

80 repeat : Y«y mouse/ 16 

AO If inkey»«" " then ooto ISO 

1O0 If mouse key-1 and OK«l then ooto 200 

110 until YOY2 

120 inverse on : locate 0.Y : centre " Appear ~+strt(Y-l ) : inverse off : locate 
0.Y2 : centre "Appear" *str»(Y2-l) : Y2-Y 
130 ooto SO 
140 end 

ISO els : TYPE*-" " . PI '♦str$(mode*l )-' 



10 



170 FILE»«flle select »( TYPE* , "Load DEGAS picture") 
ISO A»-.ld»(rloht»<FILE».3).1.2) : If A«0"PI" then ooto 10 else load riLE«.10 

190 ooto 10 

200 rem Plain Rout. 

210 els : hide on : oet palette (10) 

220 Y3-Y-1 : on Y3 oosub 260,320.420,490.550.610,650.690 
230 screen copy physic to back 

240 home : centre "Press any key" : clear key : wait key 

2SO show on : ooto 10 

260 rem Appear 1 

270 for X-O to 80/dlvx-l : for Y»0 to X 

2SO screen copy lO. ( X-Y) • 16. Y*10. ( X-Y. 1 ) -16. ( Y. 1 ) « 10 to looic. < X-Y )• 16. Y- 10 
290 next Y : wait vbl : screen swap : next X 
300 screen copy physic to back 

310 return 

320 rem Appear 2 

330 XAXI3-80/divx-l : Y A X I S » 4 00 / d 1 vy 
340 If YES»0 then dim X(XAXIS.l) : YES-1 

3SO for X-0 to XAXIS : X(X.O)-0 : X ( X , 1 ) -rndl 5 ) *2 : next X 

360 COUNT-O : for X=0 to XAXIS : Y-X(X.O) 

370 screen copy 10. X" 16, 0. ( X*l ) • 16. Y to looic. X»16.0 

380 Y-Y*X(X.l) : X(X,0)-Y : If Y>YAXIS then inc COUNT : X(X.l)-0 

390 next X : wait vbl : screen swap 

400 if C0UNTCXAXIS-H then ooto 360 

410 return 

420 rem "" Appeal 

430 SIZE-16 : XAXIS" ( 640/divx ) /SIZI 
440 for Y»0 to YAXIS : for X-O to XAXIS step 2 
4SO screen copy 10 . X -SI ZE . YAX 19- Y . ( X»l ) "SIZE , YAX IS tc 
460 screen copy 10. (X+l ) -SIZE , O. (X«2 ) "SIZE , Y to looic 
470 next X : wait vbl : screen swap : next Y 
480 return _ 
490 rem Appear 4 

500 XAXIS-40/divx : YAX IS-40/dlvy : XM1D-XAXIS/2 : YnI0«YAXIS/2 
SIO for Y-O to XAXIS : C-Y : for X-XHID to 0 step-1 

520 if 00 then screen copy 10. X- 16. ( YMID-C ) « 10. ( XAXIS-X) - 16. ( YMID.C ) ■ 10 to 
looic. X-16. (YnlD-O'lO 

530 C-C-l : next X : wait vbl : screen swap : next Y 

540 return _ _ 

550 rem Appear 5 

560 XAXIS-6*0/dlvx : YAXIS«400/dlvy 
570 for Y=YAXIS to 0 step-1 

580 for I-O to Y step 2 : screen copy 10. 0. Y . XAXIS. Y* 1 to looic. O.I 
590 screen copy 10. O. Y. XAXIS. Y»l to looic. 0.Y 

600 return 

610 rem Appear 6 

620 XAXIS-640/divx : YAX IS-400/dlvy 

6SO for 1-0 to YAXIS-1 step 2 ; screen copy 10, 0. I . XAXIS. I* 1 to physic. 0.1 
screen copy 10. 0, YAXIS-I-1 . XAXIS. YAXIS-I to physic. 0.YAXIS-I-1 



<IS-4Q0/dlvy-l 



wait vbl 



640 return _ 

650 rem Appear 7 

660 XAXIS-640/dlvx : YAXIS = 40O/dlvy : YP1ID*YAX IS / 2 - 1 

670 for I-O to YnID : screen copy 10, 0. 0. XAXIS. I ♦ 1 to physic. 0. YMD-I 
copy 10,0. YAXIS-I-1, XAXIS, YAXIS to phys ic . 0 , YMD* 1 : wait vbl : next I 

680 return 

690 rem Appear 8 

70O XAXIS-640/divx : YAX IS-400/dl vy : YP1ID- YAX IS/2- 1 

710 for I-O to YMI0 : screen copy 10. 0, YMID- I , XAXIS. YMID* 1 to physic, 0.0 
screen copy 10. O. YPII0»1 . XAXIS. YMID»I« 1 to physic . 0. YAX IS- 1 - 1 : wait vbl 
720 return 
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ADVENTURE 



THE JAWS OF CERBERUS 
ELVIRA 2 



My flrsl impressions on seeing 
this particular adventure was. 
WOW? what a lot of floppies! (7 
in all). How do I (It all this in to my poor 
little 1040V The answer Is by Inserting 
floppies as needed at various plot breaks. 
This game seems to be an example of 
I he game designed primarily for hard 
drive owners. This phenomenon has be- 
come apparent in the PC world where all 
machines are expected to carry a mini- 
mum 40 meg of storage space so using 
the best part of 7 meg to Install Is no 
problem. Sadly the majority of ST hack 
ers do not have these luxuries, indeed 
when the price of a hard drive Tor the ST 
Is way In excess of the price of a new 
machine It Is hard to visualise any but 
hardened users having one at all. 
As the title suggests this Is the sequel to 
the highly acclaimed and innovative 
Elvira. Mistress of the Dark. This was a 
fairly blood ridden horror based adven- 
ture of much complexity and deft mouse 
use. The follow up certainly has more of 
the same and II comes In an even slicker 
package. Unfortunately since the game 
was originally crafted In the US for PC 
users, all the graphics are expecting a. 
higher standard than the average ST can 
actually manage. Therefore the some- 
what stunning displays on the box are 
not the quality to be seen in the game. 
On the other hand the effects are still 
strong and the graphics still maintain an 
atmospheric ghoulishness about them. 



The storyline Is sim- 
ple. Elvira, a real 
world H film celebrity 
or obvious note, has 
lenl her name to this 
scries of games to en 
able her fame to 
spread. In this parti 
cular scenario the 
voluptuous vamp Is 
held prisoner by a 
monstrous demon In 
dog form. It is your 
role as her somewhat 
inept boyfriend to 
struggle through the 
blood, gore. Insults 
and Innuendo to save the lady. Indeed 
after the first few glimpses of the 
heroine s biting sarcasm and somewhat 
cynical put downs you may wonder why 
he even wants to try! 
The game gives a flrsl person perspec- 
tive and sets out with a problem of gain 
Ing entry to the studio. It Is possible, you 
just need to manipulate the objects and 
look at every avenue of entrance open to 
you. Once you have reached a new loca- 
tion the floppy whirs and there Is a wait 
for the new graphics to arrive. This Is the 
one frustrating thing about the game. 
The tloppy accesses make the whole 
thing a little tedious If you are wandering 
around looking for new locations. Sadly 
owing to the size of the game this is 
necessary and if you manage to lose 

yourself in the play It is actually well 
orth the experience. 
For those of you with younger play 
in easl- 





Title: 


THE JAWS OF 




CERBERUS: ELVIRA 2 


Publisher: 


Accolade 


Price: 


£29.95 


Revtewei 


Damon Howarth 



1 of you who can cope, the 
soundtrack is strong and drives the 
atmosphere along well, there is even a 
degree of raunchlness offered by the 
digitised cleavage and Mae West like sug 
gestlons of the heroine. Oh yes beware 
for even Elvira the queen of horror Is not 
Immune to being plagiarised and some 



tt one of the best 
adventures to 
hit the ST 
this year 99 



things arc not as they seem. The game 
play Is highly mouse oriented and occa 
slonally things occur a little too swiftly 
for the user. On the up side both combat 
and spell casting offer newer slants and 
require some dexterity, thought and good 
instincts. 

I was most impressed by this game 
since 1 love bad taste and have had the 
pleasure of seeing some of the Elvira 
links to her horror shows. This Is prob- 
ably one of the best adventures to hit the 
ST this year although It is also one of the 
most fiddly If you do not have the option 
of a hard disk. II will lake some time to 
complete this but for the more adult 
among us It offers a great challenge and 
an awful lot of fun. Buy it if you have half 



• SIGHT & SOUND This toas de 
oeloped for advanced technology and 
the ST revels in it. not for the 
squeamish! 

• GAMEPLAY FkkOy without a hard 
drive otherwise quite friendly and 



• verdict Within technotogical Umtte 
tions excellent - buy it if there are no 
innocents in the house 
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A CHRISTMAS TALE 



by Jet Cat 



It was white even In my monochro- 
matic vision I could see that. It stuck 
to the windows and then slid slowly 
and tantalislngly down the glass and tur- 
ned to water at the bottom. I sat on the 
window sill watching these crystals on 
the other side occasionally trying to 
touch one although the see through bar 
rier always got In the way. 

Sir" had gone out leaving me and the 
little terror at home. Quite where the 
provider or food had gone I don't know 
but she had bustled away earlier chiv- 
vying lis along out of the way of the loud 
sucking monster they called Who-Ver. 1 
remembered this white time from last 
year, they called it Christmas and every 
one got into a real tizzy and that large 
green tree thing appeared. That was fun. 
it had shiny baubles on It and I could 
chase those. Oh sorry. I forgot to intro- 
duce myself. My name Is Jet and I am the 
house cat at a Page 6 reviewer's house. - 
and this is the story of how the terrible 
kitten Ebonaldh (or as "sir' calls her 
Moppitt Kittl made an Interesting discov- 
ery. 

1 was Just curling up on top of the 
radiator when 1 heard the tell tale sound 
of trouble. "Miaow??-. The Moppitt Kit 
was coming. Now as felines go she's 
alright, not the sleek black model that I 
am but the squat legged furry black ball 
associated with the word cute. It purrs 
louder than the electric mixer "Mrs. 
Mopp" uses and gels away with all those 
tricks 1 can't - you know, steal the chick- 
en leg from the plate, knock the portrait 
photos of the chest etc. Well you know 
what furry kittens do. The Moppitt did 
her thing straight away! I counted to five 
and then leapt Tor cover as the big green 
and sparkly tree came falling towards 
me. II just missed the large moving pic- 
ture box and knocked the vase of Mopp 
flowers over. It also hit several buttons 
on the gadget boxes and set the picture 
machine off. There was a terrible people 
wauling of noises like God rest you 
merry ..." or something. 

Needless to say Moppitt Kill scarpered 
leaving me with several prickly green 
needles in my paws. I pulled myself out 
of the tree and surveyed the damage. 




Boss would not be pleased that the hard 
drive he had been mending had been on 
the table and now lay In a pool of water 
from the flowers. I knew from his other 
thoughts and statements lhat this water 
stuff made a real mess of this eleclrikltty 
stuff and I surmised It was probably 
ruined. I padded after the Moppitt to see 
what she would say. 

I tracked her to the computer room 
where the ST stood proud with its mouse 
(silly name, no squeaks and not edible) 
and managed a swift warning hiss just as 
she was shinning up the table to manage 
more mayhem. She jumped and fell on 
the switch. The whole system flickered 
into life launching the Snowman demo 
Boss had been playing with. II was then 




that the blood of my forebears came to 
me. I was Jet Cat. child of the familiars of 
the Pendle Witches, maybe I had better 
sort out Boss's problems before he comes 
back. 1 stared at Moppitt lying In her 
furry heap mewing al me, stood on my 
back paws, and waved my forepaws to- 
wards the only humanold object in my 
field of vision. Race memories Tilled my 
mind and. ears twitching, pussy power 
showered forth Into the Monitor. A Hash 
and a poof and all at once we were not 
alone. II seems that I managed to pull Ihe 
Father Christmas figure out of the show. 
A somewhat flat but round figure looked 
at me with a speckly beard and said. 
"Well Ho! Ho! pigging Ho!" 

Bravely I leapt under the bed to protect 
me from harm and the Moppitl purred al 
Ihe thing, as Is her way. The shape 
stroked her. revolting really. "What have 
you done little girl? ". Moppitt miaowed 
and purred al him. I followed the pair 
downstairs as my ears heard the dlesel 
engine of the Boss arriving. 

' No problem little cat" said the shape 
and waved his Santa sack around. The 
tree stood up. the water dried out and 
the hard drive landed back on the table. 
What's more four boxes appeared under 
the tree. The key rattled In the bark door 
I waved my forepaws thinking ' Sleighl- 
Ime" a bad pun bul quick for me! The 
shape went and Ihe Moppitt and I ran to 
meat Boss. A stroke each and some kitty 



i both feel b. 



On 



rled up 



of the Hi 



, Day le 



loads of lurkcyll. 

Oh Ihe boxes. Moppitl got a monster 
box of Kitty chocs and a collar with a 
bow. Mrs. Mopp found a set of easy Kiel 
Who-Ver bags. Boss was most excited 
since he had some sort of bird computei 
In the box. a Falcon I think he called It. 
and me? Well 1 got a large bag of Rabblti 
crunchics with a free spell book Inside. 

I hope your Christmas goes well and. 
remember rats and computers do go 
together well! 

Jet Cat lives with one of our regular re 
viewers. Can you guess which one? 
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WHERE 
CAN I 
FIND .... 



The Atari H bit computers are. without question, the finest home computers ever designed and can 
slill hold their own against any home computer. More powerful than any Hbit and much easier to 
access than any 1 6 bit. it is a great pity that software and hardware support is dtrindting. You 
can still find support for your machine, though and this directory should gel you on the right 
track. It is by no means comprehensive and we umdd be happy to receive details of any other 
compantes. anywhere in the urarfd that still support Atari. 

We cannot guarantee what response you might get if you write to any of these companies, but 
giiv it a fry. they need your support as much as you need theirs. Stick a couple of International 
reply coupons in an entvlope and. if you dont get a reply, tlw most you lose is a few bob. But if 
you do get a response, it could open up a whole new world and add years to the usiful life of 
your Atari. Dont forget to keep us informed if you find good support for your Atari Cassic. 



Software Infinity 

642 East Waring Avenue 
Stale College. PA 16801 
Good PD seleellon. Have just 
begun marketing roninierelal 
games from overseas 

Datague Software 

PO Box 134 
Ontario. OH 44862 
Turbo-816 16-blt upgrade 
board. TransKi y hardware for 
using IBM keyboards on the 
8-blt, and other hardware 
B&C ComputerVisions 
2730Seoli Boulevard 
Santa Clara. CA 95050 
Tel. (408) 986 9960 
Huge seleetion of software and 
hardware items. Also some 
new eommerclal games, un- 
available elsewhere 
Sagamore Software 
2104 Arapahoe Dr 
Ufayetle. IN 47905 
Good PD/shareware selection 
with extensive doc umentation 
Change In Heat 
12 Bella Vista Place 
Iowa City. Iowa 52245 
Independent programmer has 
produced 2 excellent commer 
rial quaJily games for the 8-bll 
Bresnik Software 
555 Ware Street 
Mansfield. MA 02048 
Another independent, produc- 
ing good educational software 
UltraBasic 
10 East 10th Street 
Hloomsburg. PA 1 78 1 5 
8 bit speciality software 
NERDS Software 
18 Wendy Drive 
Karmingville. NY 1 1 738 
Printshop related software 
IB Computers 
9244 S.W. Bcaverton Hills 
Hwy 

Valley Plaza Shopping Center 

Bcaverton. Oregon 97005 

1503)297 8425 

BellCom 

PO Box 1043 

Peterborough. Ontario. 

Canada K9J7A5 

The largest PD/shareware 

selection 

Compsult 

It) Box 5160 

San Luis Obispo. CA 



No Frills Software 

800 East 23rd Slreel 
Kearney. NE 68847 
Closeouls «i Printshop 
graphics 

Miles Better Software 

219/221 Cannock Road. 

Chadsmoor 

Cannock. Staffordshire 

WS1 1 2DD 

England 

Surely known to everybody 
and. apparently highlv regar- 
ded in the USA 

Electronic Clinic 

4916 Del Ray Ave 
Bethesda. MD 20814 
Refurbished equipment 
Kake Software 

9 Smith Ct. 
Vincenlown. NJ 08O88 
Assorted (heme disks 

Bacmun Software 

1671 Easl 16th Street. 
Sulle 629 

Brooklyn. NY 1 1229 
PD theme disks 

Alpha Systems 

1012 Shvland Drive 
Macedonia. OH 44056 
Utility software & hardware 
American Technavision 

15338 Inverness Street 

San Lcandrn. CA 94579 

(510)352 5639 

Large selection of commercial 

software at closeoul prices. 

and hardware replacement 

parts 

Best Electronics 

202 1 The Alameda. Suile 290 

San Jose. CA 95 1 26 

(408) 243-6950 

Known as IrV Atari hardware 

store. If they don't have the 

part you need, nobody docs 

BRE Software 

352 West Bedford Ave. 

Suite 104 

Fresno. CA9371 1 

PD/Sharcware 

C&T ComputerActive 

PO Box 893 
Clinton. OK 73601 
MWPDS 

890 North Huntington St. 
Medina OH 44256 

Phantoms Atari 8-bit 



Vulcan Software 

PO Box 692 

Manassas VA 22 1 1 1 -0692 

Newell Industries 

P.O. Box 253 
Wyllt. TX 75098 
Tel. (2141 442 6612 
Innovative Concepts 

31 172 Shawn Drive 
Warren. Ml 48093 
(313)293 0730 
Accessories, hardware. PD 
software 

CSS 

PO Box 1 7660 



Koch. 



(716) 429 5639 
Speciality hardware items. 
8 bit repair service 
San Jose Computers 

640 Blossom Hill Road 
San Jose. CA 95123 
(4081 995 5080 
New and reconditioned hard 
ware and software 

Entertainment Excellence 

1805 Princeton Place 
Merrick. NY 1 1566 



Dta 
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East Hartford Computer 

202 Robert Street 

East Hartford. CT 06 1 08 

Discontinued software for all 

computers 

Aerion Software 

PO Box 1222 

Rlvcrdale Station. NY. NY 

10471-1222 

Markets a new 8 bit commer 
cial game 

Toad Computers 

556 Baltimore Annapolis Blvd 
Scvema Park. Maryland 
21 146 

(301) 544 6943 

Now offers a selection of soft 

ware and reconditioned 

hardware 

Stourbridge User Group 

99 Bredon Road 
Stourbridge 

West Midlands DY8 41A 

England 

(0384) 379575 

Large PD/Sharcware library 

Gralin International 

1 1 Shillito Road. Poole 

Dorset. BII12 2BN 



Micro Discount (Derek Fern) 

265 Chester Road 
Streetlv. West Midlands 
(021)353 5730 
Large selection or commercial 
software, also hardware and 

Tiger Developments 

26 Men/iers Avenue 
Walnier. Deal 
Kent 

CT14 7QZ 

Commercial 8 bit software 

Next, is a list of maga- 
zines still supporting 
the S-bit Atari. 

Current Notes 

122 North Johnson Road 
Sterling. VA22170 
A truly excellent Atari oriented 
magazine, supporting both 
8-bit and ST 

Atari Interface 

3487 Braeburn Circle 

Ann Arbor. Ml 48108 

1313) 973 8825 

A magazine supporting both 

8-bll and ST. with input from 

Atari User Groups In the US. 

Canada and the UK. They also 

produce a monthly Atari 8 bit 

disk 

New Atari User (PAGE 6) 

P.O. Box 54 

Stafford. ST16 1DR 

England 

0785 213928 

A professionally produced 

magazine supporting bolh 

8-bll and ST. also large PD 

library lor both machines and 

commercial software 

EXCEL (Robert Stuart) 

2 1 Stronsay Way 

Brooinlands 

Irvine. Strathrlvde 

KAI 1 I HZ 

Scotland 

Disk based magazine and 
commercial software 

This list was originally pub- 
lished by the US disk magazine 
AIM in July 1991 and updated 
by Stourbridge User Group 
whose address you will find in 
eluded above. Many thanks to 
them and to all who are still 
supporting the 8 Mr. Long may 






with orders over £10 

Yes a £9.95 Datasoft game absolutely FREE when you 
spend over £10 with the Accessory Shop. Check out the 
offers on this page and on the Accessory Shop pages 
inside and send or phone your order. If it comes to more 
than £10 (excluding postage) we'll enclose a copy of this 
Pacman type game absolutely FREE if you ask for it* 

*NOTE the game is on disk only and wilt only be sent to those who 
specifically request a copy with their order 



FULL DETAILS OF THE OFFERS AVAILABLE FROM THE ACCESSORY 
SHOP AND AN ORDER FORM ARE INCLUDED WITH EVERY ISSUE 



ZORK I DISK ONLY 

The Infocom classic and the adventure game thai changed the way 
all future adventures were written. The Great Underground Empire 
of Zork Is well documented by now and thousands of players have 
become addicts graduating to infocom s more difficult adventures. 
Zork I Is the ideal introductory level adventure for beginners or 
those with a little experience If you have never ventured under- 
ground before now is the time to try, li s never been cheaper to 
expand your universe! Classic original Infocom packaging with 
excellent manual and a map. 

OUR SPECIAL AA API 
OFFER PRICE L.£..ZjD. 



LOWEST EVER PRICE ROMS! 




KABOOM 



Challenge the Mad Bomber as he tries to bomb you out of 
sight. Can you catch his bombs and dowse them in time? 
Or would you like to be the Mad Bomber and try to tlatten 
one ot your friends? Lots of excitement for one or two 
players In this addictive arcade game that won awards for 
Best Audio and Visual Effects when it was first released. 
Simple yet addictive. 



ROM CARTRIDGE 



OUR PRICE £2.95 



RIVER RAID 



This best-selling, all out battle adventure from Activislon 
will have your palms sweating as you fly up river bombing 
enemy bridges, avoiding lethal choppers and hot air bal- 
loons. Can you survive far enough up river to discover its 
secret? Few can. Now this 1 or 2 player game can be 
yours at the lowest ever price. Bombs away! 



CHECK OUT 
THE ACCESSORY SHOP 
PAGES FOR MANY 
MORE BARGAINS! 



SUPER SPECIALS 



MAXWELLS DEMON 

Check out the review In Issue 49. Paul Rlxon found this 
simple game to be quite addictive and at this price can 
you afford not to become addicted! It's a different type 
of game, more In the Tetrls mould than an arcade game 
It sure makes you think and the price won't break you II 
you don't get fully hooked. 

DISK ONLY Recommended price £9.95 

SUPER SPECIAL JUST £1.99 

MR ROBOT & HIS ROBOT FACTORY 

One of the most famous of platform games that has you 
jumping over Hre. running over breadmllls and bombs, 
climbing ladders, sliding down poles end more with 
some great graphics. Master sll 22 screens If you can 
and then create your own lor neverending fun. This is 
what platform games are all about 
DISK Recommended price 

ONLY £9.95 on disk 

SUPER SPECIAL JUST E1.99 



ZAXXON 

One of the all time classics for the Atari, Zaxxon set ne 
standards when first issued and was copied many 

Pilot your craft across the unique 3 dimensional 



ROM CARTRIDGE 



OUR PRICE £3.95 



battlefield shooting enemy fuel tanks, anti-aircraft tanks 
and missiles before launching off through space for the 
ultimate conflict with a mighty robot - few have got this 
fart Zaxxon, often copied, never bettered and NEVER at 
this incredibly low price! 

DISK 
ONLY 



Recommended price 
£9.95 on disk 

SUPER SPECIAL JUST £2.99 



ALL ITEMS MAY BE ORDERED WITH THE ORDER FORM ENCLOSED OR BY WRITING TO 
THE ACCESSORY SHOP. PAGE 6, P.O. BOX 54. STAFFORD, ST16 1DR 

CREDIT CARD ORDERS MAY BE TELEPHONED TO 0785 213928 



